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Welcome to the debut issue of Nintendo Force Magazine! It’s finally 
here — held in your hands, or viewed on your screen. Your all-new 
source for coverage of the world’s greatest video game company in 
magazine form. Once again, welcome! 


We hope you'll enjoy what you're about to experience while flipping 
through the pages ahead. Long-time readers of Nintendo Power should 
be able to pick out each and every homage we've included to that 
great, lost publication - but allow me to point out a few features I'm 
particularly proud of. 


The first is our immediate continuation of preview and review 
coverage following the end of the NP era - if you were a subscriber to 
the end, through December 2012, then reading this first issue of 
Nintendo Force should make you feel as if the Power were never 
unplugged. Our page design has evolved compared to the past, but 
fans of NP's modern era should still feel at home here. 


Even more exciting, though, are those elements you'll find within that 
tie back into the more distant past of Nintendo magazine coverage - 
we've got clay models, comics and even some envelope art here to 
really hit the nostalgic high notes for you. We hope you'll enjoy it all! 


Nintendo Power is gone now, and we can't be Nintendo Power. But we 
can pay homage to NP while moving forward to shape our own identity. 
Join us on the journey. Join the Nintendo Force! 
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The Year of the Games 


We've finally put the hardware launches 
behind us. 2011 was all about the 3DS - its 
rollout in March, its struggles to establish 
itself, its drastic price cut. 2012 belonged 
to the Wii U, with anticipation for the sixth 
home console from Nintendo dominating 
our attention for most of the year - and 
then its excellent launch lineup proving 
patience pays off in the last month and a 
half. But now, at last, those years of transi- 
tion are over. No more hardware debuts 
ahead (that we know of). Yes, on both the 
portable and the console fronts, 2013 
looks like it's gearing up to be The Year of 
the Games. And this, our debut issue, 
focuses on exactly that. Our 2013 Year in 
Preview is expansive, covering a vast array 
of titles that you'll have the opportunity to 
play in the next 12 months. Special atten- 
tion is awarded to four in particular - 
Luigi's Mansion: Dark Moon, Pikmin 3, 
Rayman Legends and what could be 2013's 
biggest gaming crossover, Professor 
Layton vs. Ace Attorney. Downloadable 
games on the horizon step into the spot- 
light as well, particularly Mutant Mudds 
Deluxe - we're privileged to be able to 
exclusively reveal just what’s so "Deluxe" 
about it. It’s not all just looking to the 
future, though, as our lead review for this 
issue covers Fire Emblem: Awakening - 
you'll be able to play that one on 
February 4. Altogether, 2013 is 
looking like a very good year. 


Z 
THOMAS 
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Nintendo Power is no more. 

It was exactly four months ago today when the news first 
went out. The magazine would be coming to an end, at the 
end of the year. December's issue would be the last 

At the time, it was a little hard to absorb - after all, back in 
August, we were still months away from that moment. We 
still had issues to look forward to. 


But now that moment's come and gone, and reality is 
sinking in. Nintendo Power is officially a thing of the past. 


There's nothing else ahead. 
No more issues to look forward to. 
.. or are there? 


It’s my pleasure to introduce to you, Nintendo fans around 
the world, the all-new Nintendo Force Magazine! 


On December 21, 2012, 
Nintendo Force revealed 
its existence! With just a 
single-page website, one 
tweet and a Facebook 
status update, the world 
took immediate notice 
and rallied behind the 
idea of a new Nintendo- 
focused magazine. We 
then asked for your 
letters. Here are just a 
few that we received! 


NF Reaction 


When I first heard of Nintendo Force, | 
was excited. But when І read who 
would be on the team, I felt like 
something truly amazing was in the 
works that deserves my support. | 
hope Nintendo Force is exactly what I 
expect it to be: intelligent, insightful 
writing about the most innovative 
company in the business. Thank you 
Nintendo Force Team! — KOATL 
TLANEXTLI 

Thank you! We'll do our best! 


Old-School Ask 


One request: please have like a five- 
or six-page section in the new mag 
dedicated to retro stuff. Maybe even a 
full-on walkthrough once a year for 
an old classic. I'd love to see a printed 
out map for Super Metroid or any 
other cool game. Yeah it's been done 
before, but it'd be a cool throwback 
tribute. — BRETT EMERSON 

Your wish is our command. 


The Funnies 


I'm obviously excited to see this 
dream team of journalists come 
together to make the successor to 
one of my childhood icons, but with 
people like Matthew Taranto on 
board, I just gotta ask: are you guys 
planning a comics section to 
showcase comic strips like Brawl in 
the Family? — TRACE MILLS 

I just gotta answer: Yes indeed. 
You'll come across Comic Breaks 
throughout the magazine - one of 
them crafted by Matthew. 


The Unknowns 


Hello. First, | want to say how 
awesome it is that there's another 
Nintendo magazine. Nintendo Power 
was a huge part of my life, and | hope 
this magazine will be too. I'm hoping 
you guys last just as long as they did. 
One thing I'd like to know is, are you 
guys going to cover certain Nintendo 
games that are bit more obscure? 
With a game like 999 and Arc Rise 
Fantasia, | might never have played it 
without Nintendo Power, and I'd love 
if you guys could continue that trend. 
Best of luck to you all! — 
BLACKHAWKOMEGA 

I think you'll find our staff is filled 
with champions of the unknown 
and underappreciated. We'll do our 
very best to feature the very best, 
whether they’re "AAA" big-budget 
titles, indies made in a garage or 
super-niche Japanese roguelikes. 


Evil Captain 

Dark Olimar. Best idea? Use my real 
name. | want people to know who it 
was that made Nintendo billions. — 
RONNIE CELESKI 

Well, they've already got Dark 
Link, Dark Samus and Dark Pit. So, 
probably not too far-fetched. 


The Endless Owl 


What on Hyrule prompted Nintendo to 
place the A Button as "repeat the 
monologue" when Kaepora Gaebora is 
talking to Link in Ocarina of Time? — 
RENNER CLEMENTS 

The "A" must stand for "Again." 


Envelope 


Art 


We asked 
for these, too. 


Texas Project 


Here's a fun question for everyone at 
Nintendo Force: what are you guys' 
theories on Retro Studios' new 
game? They say it's "a project 
everyone wants us to do," what 
could it be? StarFox? F-Zero? Wario 
Land? The possibilities are endless! 
—LENNY B 

I think my long wait for a new 
sequel to Balloon Fight is finally 
at an end. Or maybe it's Mach 
Rider? StarTropics? Barker Bill's 
Trick Shooting 3D? 


Building the 


Roster 


Which character would you guys 
most like to see make it into the next 
Super Smash Bros.? — GERVIN 
FRANCISCO 

Right now, it's a toss-up between 
Balloon Fighter, Mach Rider, Mike 
from StarTropics or Barker Bill. 
Hey, wait a minute ... 


— BRY SHARLAND 


Come on Over 


Any third-party games or series that 
were previously PC/360/PS3 only 
that you'd like to see on Wii U? — 
AARON DOBBE 

Sonic Generations, with bonus 
Nintendo boss battles, including 
one against Mario that you'd win, 
and a second against Donkey Kong 
that you'd lose. 


WarioWhere? 


Why has Wario never been in a main- 
stream Super Mario game, even 
when his character would have 
enhanced the story, such as in New 
Super Mario Bros. 2 where he would 
have been the ideal villain? — ELIO 
Wario did join forces with Mario, 
Luigi and Yoshi as one of the four 
playable heroes in Super Mario 64 
DS, which is pretty much as main- 
stream as it gets. But your obser- 
vation is valid, as the Big N really 
did drop the ball with not having 
him go coin crazy in NSMB2. 


— TJ. HEINLEIN 


Bound for a 
Bummer? 


Shigesato Itoi recently hinted at 
something big for the Mother fran- 
chise. What are the odds this will end 
in yet more heartbreak for western 
EarthBound fans, on a scale of likely 
to most certainly? — TOMM 
HULETT 

The announcement was made 
right after І went to the trouble of 
getting an original EarthBound 
cartridge for my wife's Christmas 
gift, so I think it's now inevitable, 
and the only heartbreak to be 
found will involve me and my bank 
account. 


var 


In Super Mario RPG, Geno says he 
serves a higher authority. Is that 
Rosalina, or someone higher up? 

— MIISFIN 

That would be Square Enix's legal 
department. 


A Process of Nomenclature 


Нома you come up with the name "Nintendo Force"? Were there any other ideas 
you had for the magazine name? — THE LD 

Well, we knew that it had to have "Nintendo" in the title, since that's our 
sole focus (and we're far from the only or first unofficial magazine to use 
platform/company names in our title). After that, it was just a matter of 
applying random words from the dictionary to all of the different 
Pokémon, and letting the rest sort itself out from there. You can't begin to 
imagine our surprise when a Trubbish named "Force" came out on top. 


— ALDRIN CORNEJO 


INBOX 


— CLOVIS L. DYE, JR. 


DON'T ANGER 


THE OX 


What cancelled Nintendo game/ 
project do you most wish was 
released? — JASON STERLACCI 
My answer would be Star Fox 2, 
because Fox gets to ride around in 
a walking robot. Then we could 
get Star Fox 3, with Fox's robot 
piloting an even bigger robot. 
Then Star Fox 4 would have Fox's 
robot's robot in control of a bigger 
robot, and so on until we learn 
that they are all like microscopic 
organisms atop a super-enormous 
space fox who flies around the 
universe in a spaceship, shooting 
at monkeys and lizards in Star Fox 
64 (which would be the actual 
number of the installment, and 
not a system tag). 


Where do the Hammer Bros. store 
the hammers they throw at Mario? — 
RONJAN SIKDAR 

Hammerspace, of course! (Look it 
up. It's a thing.) "4 offer to tell 
you where the Boomerang Bros. 
keep their boomerangs, too, but I 
can't remember. Maybe it will 
come back to me. 
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MEET THE 


FORCE 


Introducing the new writers, artists and designers working to carry on 
the legacy of Nintendo magazine coverage. 


Aaron Kaluszka 


Aaron is a man who helps make Nintendo fandom 
possible. That’s because his network, GameArk.Net, 
serves as the website host for approximately 97.3% of 
video game fansites on the Internet — including 
Hardcore Gaming 101, The Metroid Database and The 
Mushroom Kingdom. You'll also know him as a writer, 
of course, working for Nintendo World Report. 


Corbie Dillard 


Nintendo Life's resident Retro Editor and all-around 
human encyclopedia of classic gaming knowledge, 
Corbie Dillard is bringing his perspective on the past 
into the future of Nintendo magazine coverage. His is 
a name you may also know from a credits sequence or 
two, as he's also a game level designer - recently, his 
creations vexed Max's Grannie in Mutant Mudds. 


Camille Youn 


Camille is an artist who loves the challenge of 
combining her favorite things. For example: video 
games and polymer clay; 2D and 3D; chocolate and 
tofu. Her favorites games include EarthBound, 
Chrono Trigger, and Ocarina of Time. You can see 
her clay models later in the magazine, and more of 
her work at camilleart.com. 


Daan Koopman 


If you've watched a Nintendo-related YouTube video 
uploaded any time in the past century, chances are 
Daan Koopman was the one who did the work to get it 
there. "NintenDaan" is one of the most dedicated, 
hardworking, time-investing fans on the planet, as 
besides his videos he's also featured by Nintendo 
World Report, GoNintendo and the Famicast podcast. 


David Oxford 


A man who wears many hats - but not his Mii, 
apparently — "The Ox" is a regular writer for a huge 
variety of websites, including PoisonMushroom.Org, 
Mario's Hat and The Mega Man Network, where you'd 
know him as LBD "Nytetrayn". As David Oxford, 
though, you've likely seen his features appear most 
frequently on 1UP. (Caution: Do not anger The Ox.) 
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Evan Campbell 

Evan co-hosts the weekly Nintendo Heartcast podcast 
and writes for Nintendojo. He's also penned a couple 
of articles for Gamasutra and previously worked as a 
QA tester at Atlus USA. He started gaming when he 
was a youngling - cutting his teeth on games like 
Contra, Tecmo Bowl and, of course, Super Mario Bros. 
— thanks to his older brother. 


INBOX 


Jon Ka 


Chances are o M contains a T-shirt or two 
emblazoned with the artistry of the legendary Jon Kay, = -—— 
the most respected and sought-after graphic designer — т 
іп Nintendo fandom today. Those shirts - along with «Ы 
posters, DVD covers аге anything else that сап display 
anything visual – are all available through Fangamer. 
For Nintendo Force, Jon contributed our snazzy logos. 


Jonathan Holmes 


Jonathan Holmes writes, creates videos, and records 
podcasts with Destructoid, including The Dtoid Show, 
Sup Holmes?, Teenage Pokemon and Podtoid. He owns 
over 100 Wii games, his favorites being No More 
Heroes 2, Super Smash Bros. Brawl, Bit.Trip Complete, 
Super Mario Galaxy 2, Cave Story and Rhythm Heaven 
Fever. He is fat, bald and tired. 


Josh Thomas 


Perhaps the most recognized face of Nintendo gaming 
outside the company's actual offices, Josh Thomas is 
the king of all Big N video coverage through his site, 
The Bit Block. He's known for the painstaking detail he 
puts into designing backgrounds for official video 
reviews, inviting viewers to join him as he enjoys each 
latest release and playing too much Animal Crossing. 


Kevin Cassid 


It's a shame Nintendo's Mii med doesn’t have any 
oversized beard options, as the limited selection of 
virtual facial hair offered there can never hope to 
capture the true majesty that is RawmeatCowboy. You 
know Kevin by that name through GoNintendo, where 
he serves as head honcho and faithfully chronicles the 
Big N’s every move, every day. 


Kevin Knezevic 

Kevin was born with an NES controller in his hands. 
Okay, not exactly, but he did pick his first one up at ™ 
the age of three, and he’s been a Nintendo fan ever 
since. These days he writes for Nintendojo, making 
it his life’s work to tell the world just how brilliant 
Majora’s Mask is. By the way, have you heard about 
Majora’s Mask? Let me tell you about іё... 


Mark Kell 


Mark "Fryguy64" Kelly e webmaster of long- 
running Nintendo fansite NinDB.net. On top of being 
a thoroughbred fanboy, he is also an illustrator and 
graphic designer. (In fact, you can see his skills as an 
artist in action later in the magazine with our new 
Super Mario Bros. comic.) Mark believes the pinnacle 


of human achievement was Yoshi's Island on the SNES. $. 


Lucas M. Thomas 


The man to blame for all of this coming together, 
Lucas issued the rallying cry that gave rise to Nintendo 
Force in the first place. His is a name you may have 
seen on IGN, as it’s there that he’s been reviewing Wii 
Virtual Console games, building Mario infographics, 
speculating on Super Smash Bros. and writing Kirby 
children’s books since 2006. 


Matthew Taranto 


The artist behind the most popular Nintendo-focused 
webcomic on the Internet, Brawl in the Family, 
Matthew Taranto has transformed what was once just 
a series of simple strips about Kirby eating weird 
things into an epic, nostalgic, on-going homage to all 
of Nintendo's characters. He's also a talented musician 
and game designer. (And an all-around swell guy.) 


Neal Ronaghan 


Neal spends most of his time running Nintendo World 
Report, where he's been writing since 2008. He's also 
been published through 1UP, IGN, and the late, great 
GamePro. His earliest gaming memories center around 
the NES, specifically Super Mario Bros., Punch-Out!!, 
and Anticipation. Super Mario RPG and Yoshi's Island 
cemented his love of Nintendo for all eternity. 


Robert Hughes 


Robert Hughes has two passions: video games and 
drawing weird pictures! These interests came 
together when he became GoNintendo's defacto 
artist, punctuating the weekly podcast under the 
slightly embarassing name "Poopaloop" with his 
bizarre scrawlings of wizard cats and dancing 
peanuts. Clearly, a serious professional. 
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Oshawott 


Oshawott 
Palpitoad 
Panpour 
Pansage 
Pansear 
Patrat 
Pawniard 
Petilil 
Pidove 
Pignite 
Purrloin 


а Reshiram 


NINTENDO + APPLE? 


Ф 
% 
H 


Ф 
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Pokedex for iOS debuts in the App Store, meaning Pikachu's officially on iPhone and iPad. 


ON DECEMBER 10, 2012, a rumored event 
occurred that could very well have ramifications on 
Nintendo's future business strategy - an actual Big N 
franchise debuted an official app for Apple's iPhone 
and iPad. News stories have made the rounds several 
times in recent years discussing Nintendo's investors' 
desire for the company to pursue game development 
for Apple's wildly popular devices, and it seems like 
this release could be a first step in that direction. 
But, before you retreat back to the Internet with new 
fuel for your "Nintendo is Doomed!" forum threads, 
there are several caveats to consider in this story. 
First, this release isn't a game. It's a simple piece of 
productivity software, essentially the same thing as 
the Pokédex 3D Pro application available in the 3DS 
eShop. Second, it's from The Pokémon Company, and 
The Pokémon Company doesn't represent Nintendo 
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as a whole - it's a subsidiary with the power to use 
Pikachu and his pals for other projects, but not any of 
Nintendo's other characters or properties. Finally, it 
remains to be seen how successful this particular app 
will be. It's priced at $1.99, which seems like a 
savings, but that only buys you access to the Unova 


region's monsters - Kanto, Johto, Hoenn and Sinnoh 
are each separate $5.99 purchases. That makes the 
whole thing run around 26 bucks, compared to the 15 
dollars on the 3DS. Bottom line: "Super Mario iPhone 
Land" still isn't coming any time soon. But NOA will 
definitely pay attention to how this Pokédex sells. 


*| was shocked to see this app actually arrive in 
America. Pd known about it coming out in 
Japan, but figured it would stay overseas. 


Now it's going to be very interesting to see if 
more Poké-apps follow, and if any of them 


will be actual games." - LUCAS 


“Гуе been waiting for 


this to happen forever! 


PI be looking forward 


to this all year! 
- LUCAS 


m 


= = 


` 
— 


Mi 


NEWS 


——— 


GENERATION X, GENERATION Y 


Portable Pokémon finally embraces the third dimension. 


IF YOU THOUGHT Pokémon 
popping up on iPads was a shock, it 
was nothing compared to this next 
announcement - the sixth generation 
of Pocket Monsters is officially on the 
way! On January 8, Nintendo 
President Satoru Iwata took to the 
video presentation format once again 
to make the news known that, finally, 
the series is going 3D on handhelds. 


CHESPIN 


The Grass-type starter for 
Generation VI, Chespin 
appears to be based on 
a hedgehog. What do 
you want to bet he'll 
be able to learn the 
Pin Missile attack? 


Pokémon X Version and Pokémon 
Y Version are in the works for the 
Nintendo 3DS, and they'll offer fans 
the first fully 3D portable RPG in the 
franchise's history. 2D sprites are a 
thing of the past as every monster, 
trainer and environment have gone 
fully polygonal. 

That's just the beginning, though. 
President Iwata also announced that 


> 


h. Ха. 
Vulpix, is that you? Not exactly - 
Fennekin is an all-new breed of fire fox. 


this new pair of adventures will be 
released around the world, in Japan, 
the Americas, Europe and Australia 
simultaneously this October. Players 
outside Japan have always had to 
wait around for localizations with 
past installments - it's sometimes 
taken over a year for these games to 
make it out in all regions. European 
fans in particular should be pleased. 


She may just have some latent psychic powers, too. 


FROAKIE 


And then there's Froakie, 
\ {һе new starter for 

А | lovers of the Water-type. \ 
He's a bubbly blue frog 
who pairs his natural 
aquatic abilities with some 
serious melee skills. 


Europeans should be even more 
pleased, too, as it looks like the new 
region we'll be exploring is based on 
France - some very Parisian streets, 
medieval castles and one Eiffel-ish 
tower all appeared in the games’ 
debut trailer. And if all that weren't 
enough, we also got to meet five new 
Pokémon! Begin your debate over 
which starter to select now! 


d 


“Fennekin it is 


for me!” 


- DAAN 
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BOOK OF 
MAGIC 


Hyrule Historia finally 
goes on sale in English. 


FOR YEARS, FANS have speculated, argued, 
and debated about what chronological order - if 
any - the games in Nintendo's long-lasting The 
Legend of Zelda series are meant to go in. And 
for the 25th anniversary of the franchise in 2011, 
the company at long last opened their vault and 
revealed the contents of the highly-confidential 
"Timeline" document they had been known to 
tease fans with in interviews. This sought-after 
reference, along with numerous other pieces of 
art, designs, notes, and other insights into the 
series’ development came together in a book 
known as Hyrule Historia. 

The only problem is that the release was 
exclusively in Japanese, meaning that unless 
someone had that as their first or second 
language, they could only derive so much from 
the book’s contents. While a few intrepid transla- 
tors have delved into that original edition and 
shared their findings on the Internet, fans of the 
series will no longer have to worry about looking 
up secondhand sources online to find the 
answers they seek – Dark Horse has announced 
that Hyrule Historia will be available, in English, 
at book retailers all across North America by the 
end of January. HYRULE HISTORIA 

In addition to the contents of the Japanese 
version, there's an added incentive for fans to 
pick up the 274-page English edition: an all-new 
32-page manga exclusive to this release of the 
book. Written by Akira Himekawa, the leading 
author in charge of creating Japan's official 
manga for the Zelda series, "The First Story" 
delves even further into the history of the land of 
Hyrule with "key elements" from The Legend of *Whether youre concerned a bout the 
Zelda: Skyward Sword incorporated into it, "I 
including the origin behind Link's relationship series order of events or not, the sheer 


With hisspecialred Bote amount of content contained here makes 


Hyrule Historia will sell for a suggested price 5 
of $34.99, though most online retailers' asking this a must-own for Zelda fans." = DAVI D 


prices are hovering around the $20 mark. 


Unyeah... Yeah! 


Nintendo Power ending Fans keeping the legacy 
just short of 25 years. Ж- X alive. 
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NEWS 


COLLECTORS' 
CORNER 


CALL HIM... MINI Wit 3 


In the wake of Wii U's launch, the original Wii gets downsized. 


OVER THE HOLIDAY season, any sort of online functionality - nor 


Nintendo suprisingly released an can you use SD Cards or component *Thi t 
unprecedented third iteration of the cables in any capacity. Nintendo is IS seems MOS 

Wii. Priced at $99.99 and exclusive to clearly aiming this device at a differ- appropriate for those 
Canada, the top-loading "Wii Mini" is ent type of player than one who h ti f d b 
decorated in striking red and black would be interested in more features, who are зап5пе у 
(with а matching red Wii RemotePlus noting that it is an ideal solution for a Wil Sports alone, ог as 
and Nunchuk.) Its petite size and good gamer who "just wants to play Wii ти . 

looks, however, come at the cost of games" at a low price. For players a childs first video 
some functionality; in addition to the interested in a more elaborate game system.” 
continued loss of GameCube compat- gaming experience, Nintendo points DAVI D 

ibility (removed in 2011's previous Wii out that they've also just released a 

revision), the Wii Mini is also devoid of new console. (It's called the Wii U.) 


^ 


CASH BACK 


Wii U's Deluxe Digital Promotion goes live. 


LAST AUGUST, TOY 
maker Medicom 
announced a new 
"Ultra Detail" figurine 


IF YOU FIND yourself downloading or Wii U version of the eShop. With š : Г 
a lot of paid digital content on your Nintendo promising to support indie line featuring classic 
wii U, you'll be pleased to hear developers by providing a viable poses of both Mario 
Nintendo's Deluxe Digital Promotion platform, allowing third parties to sell “If vou already have and Link - and, by A 
is now live! Any owners of the Deluxe DLC and providing all their first party y 2 M 5 end of January, they I 
Wii U bundle will automatically earn а titles as downloadable as well as some credit burning finally go on sale (in 
10% rebate on any purchases made retail purchases, this deal is definitely a hole in our wallet Japan). Each figure is 
through the eShop that can be worth your time if you prefer making j^ ME ? | approximately ae 
claimed back through Nintendo's digital purchases over boxed games. | suggest using It for inches tall and = 
website in $5 eShop credit incre- The Deluxe Digital Promotion is Mi hty Switch Force: : E у. Р 
ments. Simply visit ddp.nintendo.com, scheduled to continue until March 31, Е ро а М қ Е 
input your Nintendo Network ID and 2015, so you'll have plenty of time to Hyper Drive Edition! Import shops a ine 
claim your digital download code, pick up some great titles and reap the па ROBERT dio jp ers. 
which is redeemable in either the 3DS benefits of this generous offer! 
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MAX COMES FULL CIRCLE 


After a whirlwind year of making the rounds to other platforms, the Mudd hunter 
returns to his Nintendo roots with Wii U’s definitive 


EVERY COMPANY HAS a game that 
puts them on the radar - that one 
moment in time when a piece of 
software comes along and makes 
gamers sit up and take notice. In 
January of 2012, Renegade Kid had 
that moment. A truly gifted developer 
with a penchant for portables, 
Renegade Kid strutted their stuff via 
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the 3DS eShop with Mutant Mudds. It 
was well-received, and even went on 

to earn multiple indie/portable Game 
of the Year nods. 

Not a bad achievement for a title 
that almost never got made in the first 
place. While we didn't get to enjoy 
Mutant Mudds until just a year ago, 
the project was alive in some shape 


and form all the way back in 2009. 
This was back when the Nintendo DS 
was riding high, which was why 
Renegade Kid had called the platform 
home for prior releases. With critical 
darlings like Dementium and Moon to 
their credit, the company's next 
project looked to be more family- 
friendly. A fully 3D platformer with 


an affinity for Super Mario Sunshine, 
Renegade Kid was eagerly shopping 
Maximilian and the Rise of the Mutant 
Mudds around to potential DS publish- 
ers, hoping to secure a retail release. 

unfortunately, the lofty goals that 
Renegade Kid set out for Max's debut 
didn't seem to meet up with what pub- 
lishers had in mind. 


E3 2009 came and went, with nary 
a publisher interested in picking up 
Maximilian and the Rise of the Mutant 
Mudds. І actually had the chance to 
play the Maximilian prototype back in 
the day, but | still can’t figure out why 
publishers wouldn’t bite. Whatever 
their reasons, Renegade Kid wasn’t 
ready to give up on Maximilian just 
yet. Nintendo was actively pursuing 
developers to work on their DSiware 
service at the time, which seemed to 
be the perfect avenue to get the game 
out to the public — skipping publishers 
and putting the game on Nintendo’s 
digital service directly. All Renegade 
Kid needed was a sign from the public 
that a move like this would make 
sense. 

So they kicked off a fan campaign. 
It was a petition, seeking support, 
tossed around various websites in the 
hopes of drumming up interest for 
a Maximilian and the Rise of the 
Mutant Mudds DsiWare release. 
All that Renegade Kid wanted 
was a meager 1,000 signatures. 
Unfortunately, after weeks of 
campaigning and spreading the 
word, that target goal couldn’t 
get met. 

It was clear that gamers 
weren't interested in Max’s 
design or gameplay. Some 
developers might have taken 
this as an indicator to move on. 
To leave the project in the dust. 
Renegade Kid, though, decided 
to take this message from the 
public and completely revamp 
Max. 


All went quiet for quite some time 
after the death of the DSiware 
campaign. As far as any of us knew, 
the project had been scrapped and life 
at Renegade Kid was continuing on 
without Max. That is, until a surprise 
reveal prior to E3 2011 showed us that 
Maximilian was not only still alive, but 
пед been completely re-imagined. 
The core elements from Maximilian 
and the Rise of the Mutant Mudds 
were still present, but radically rede- 
signed - Max still utilized a water pack 
as his main weapon, the gameplay 
mechanics focused on platforming and 
Max himself still looked like a nerdy, 
young boy, but the visual approach 
went from being fully 3D to an 8-bit 
homage. Platforming was now a four- 
directional affair, rather than Max 
moving in a 360-degree space. 

And even the name changed - 
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Maximilian and the Rise of the Mutant 
Mudds transformed into just "Mutant 
Mudds." It was quickly clear that fans 
approved of this massive overhaul, 
and as the game jumped from DSi to 
the 3DS eShop, it became one of the 
new portable's most anticipated 
downloads. 

The fan support persisted through 
last year's January launch, too, as 
Mutant Mudds has become one of the 
top sellers in the 3DS eShop. And why 
not? It perfectly hits that sweet spot 
with old-school gamers and newcom- 
ers alike. Devilish challenge and 
spot-on controls have given Max just 
what he needed to become a success. 
As a matter of fact, Max got so big 
that he expanded to a PC release. 
Then he came back to 3DS with new 
levels. Then he even leapt over to iOS 
devices via Apple's App Store. 


"Wk TAB 
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Above, Mutant Mudds on 3DS. Below, the expanded view of Wii Us Mutant Mudds Deluxe. 


DOWNLOAD 


That's not all Max has up his sleeve, 
though. Now Renegade Kid is bringing 
Nintendo fans the definitive version of 
Mutant Mudds with the Wii U eShop 
exclusive, Mutant Mudds Deluxe. 

So, just what does Mutant Mudds 
Deluxe offer for fans that have been 
following Max from the start? First off, 
the 40 classic levels and 20 "Grannie" 
levels from the 3DS eShop update are 
included. And that's all well and good, 
but Deluxe also offers up 20 all-new 
"parallel universe" levels, complete 
with sneaky, shifty platforms. These 
eerie levels will feature ghostly 
versions of the original Mutant Mudds 
enemies, as well as some entirely new 
ghastly ghouls out to make Max's day 
feel like a nightmare. And did we 
mention that these ghost-ified 
enemies also can't be destroyed with 
your water cannon? You'll either have 
to avoid enemies or grab the new 

"Ghost Shot" power-up packs 
that allow you to temporarily do 
away with these muddy creeps. 
To access these new levels, 
you'll simply travel through a 
new door at the level select 
hub. This will transport you to 
the ghoulish parallel world, 
which will feature an alternate 
ghost-filled level for each level 
you unlock in the "normal" 
world. These stages will feature 
some of the trickiest platform- 
ing challenges yet for Mutant 
Mudds fans, which is why 
Renegade Kid is considering 
adding in Miiverse comments 
and screenshots alongside level 
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completion, much like what is offered in New Super Mario 
Bros. U. Tackling these levels is going to have the sweat 
pouring from your brow, so tagging your successes for the 
world to see will be oh-so sweet. 


Yes, it's certainly been a long, hard and crazy road for Max. 


Envisioned as a 3D platforming star, then re-imagined as a 2D 
hero. Debuting on Nintendo's newest portable, then stepping 
aside for Grannie’s DLC, then jumping to PCs and iPads and 
back to Nintendo all within a single span of just 12 months. 
Мете thankful that Renegade Kid never gave up on this nerdy 
kid with a water gun, that they finally found a voice for Max 
that players agreed with, and that his original adventure has 
now come full circle — and with so much extra content too! 

It’s definitely a happy ending to a story that began with so 
much trouble – but the release of Mutant Mudds' definitive 
edition is just the beginning for what is destined to become a 
full series. To talk more about that, including a bit about the 
official 3DS sequel in the works, we sat down with Renegade 
Kid's Jools Watsham. - KEVIN С. 


Interview with Jools Watsham, 


NINTENDO FORCE with the false 
starts that Maximilian and the Rise 
of the Mutant Mudds had, how did 
you guys keep your spirits up and 
push forward with the radical 
redesign for Mutant Mudds? 

JOOLS WATSHAM We've developed 
many concepts and demos over the 
past six years that have not seen the 
light of day for one reason or another. 
Unfortunately, you eventually get used 
to ditching ideas and rejection in this 
industry. I'm sure it's the same in all 
creative industries. We shelved 
Maximilian and the Rise of the Mutant 
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Mudds and moved onto other projects. 
This was a few months before the 
release of the 3DS, so we were busy 
adapting our Renegade Engine for 
Nintendo’s new hardware. So, that was 
a very exciting time and distracted us 
from any sad feelings. 


It's amazing to see Mutant Mudds' 
success after Maximilian’s early 
struggles. How did Renegade Kid 
decide the retro aesthetic was the 
right way to push the series forward? 
JW Mutant Mudds' transition to the 
retro "12-bit" aesthetic was really ona along. 
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Mutant Mudds stage select screen goes ghostly when Max steps through the new door in the middle. 


whim. One day | had the random 
thought to see what Max would look 
like in lo-fi pixel form. We were devel- 
oping a 2D platformer at the time, 
which had a very different look and 
gameplay style. But, once Max was 
born in pixel form | immediately 
started working on changing that 
platformer to work with some of the 
fundamentals of the original 3D plat- 
former. The transition from 3D plat- 
former to 2D platformer worked so 
well, at least in my mind, that it feels 
like it was meant to be this way all 


Renegade Kid 


Mutant Mudds has found a home on 
multiple platforms, all of which have 
been received very warmly. Did you 
ever expect Mutant Mudds to receive 
such praise after the early days? 

JW | did not expect such a positive 
and warm reception. The development 
of Mutant Mudds was specifically and 
deliberately different than how we 
had approached our previous games. 
It was more of a selfish endeavor 
really. | was not as concerned about 


Here's your first look at the “Ditsy Drop,” an all-new flying foe who'll flap his way up into the air, then come crashing down to squash poor Max. 


12 NINTENDO FORCE 


positioning the game in such a way 
that the largest audience possible 
could approach the game. | wanted to 
make a hardcore platformer that 
demanded skills from the player; a 
game that people would either love or 
hate. | was prepared for players to 
hate it, and that was going to be OK. | 
designed the art and design of the 
game to please me. | have wanted to 
develop a 2D platformer for more than 
20 years, so | was determined for this 
to be what | wanted it to be and not 
diluted in any way to please the 
masses. With such a narrow outlook 
on the content of the game, it was 
very possible for the game to only 
please me, and no one else. But, fortu- 
nately, folks seem to like it too, which 
is extremely fulfilling! 


Renegade Kid has revamped Mutant 
Mudds with free content made avail- 
able on the 3DS eShop. Was this 
content that was originally cut due to 
development restraints, or was there 
always a plan to offer these levels 
later? 

JW The new content was not specifi- 
cally in the original plan for the game. 
It was more of a reaction to the fact 
that the unlocking of Grannie at the 
end of the game felt a little empty due 
to the fact that there was no way to 
fully utilize her unique tri-powers. I 
feel like the addition of the 20 Grannie 
levels improves the original game a 
great deal. It was a lot of fun revisiting 
the Mudds universe to create those 
levels, and a pleasure to design levels 
that - for the first time — actually 
required the use of the power-ups to 
navigate the level. 


Mutant Mudds Deluxe seems to be 
the ultimate refinement of Mutant 
Mudds. What made you decide that 
you wanted to offer it on Wii U? 

JW The thought of playing Mutant 
Mudds on an HDTV is a very exciting 
one for me. I have always been a huge 
fan of handheld gaming, but bringing 
the Mudds experience to the living 
room feels very grand. With the fact 
that Nintendo has been easy and 
awesome to work with in regards to 
the 3DS eShop, I knew that bringing 
Mutant Mudds to the Wii U eShop 
would be equally as pleasurable. How 
accessible the hardware manufactur- 
ers make their digital outlets is a big 
deal for small developers, and 
Nintendo has proven that they under- 
stand that. Developing games is diffi- 
cult enough without having to worry 
about the "shop" you wish to sell it in. 


The big difference with Mutant 
Mudds Deluxe has to be the parallel 
worlds filled with ghoulish baddies. 
This seems like a unique departure 
compared to previous expanded 
content. How did you guys come up 
with this direction? 

JW As soon as we added the word 
"Deluxe" to the title of the game | 
knew we had to add some juicy 
content, and for me that means extra 
playable content. The 20 Grannie 
levels added to the original game - 
which will also be in Mutant Mudds 
Deluxe — completed the original expe- 
rience by providing value to the 
Grannie character. So, now we're 
adding 20 more levels that provide not 
only more unique content, but also a 
unique gameplay experience. 


My brain is full of Nintendo thoughts, 
and I can't help but be inspired by the 
amazing games of Nintendo's past. On 
a subconscious level the Ghost Houses 
from Super Mario World must have 
crept into my mind and spoke to me. I 
do not have any other explanation for 
why there are now ghosts in the game! 
Well, apart from the fact that ghosts 
are cool and add a nice sense of 
mystery and mischief. 

Anyway, the fact that the ghost 
enemies in Mutant Mudds Deluxe can 
not be shot with Max's regular water 
cannon changes the dynamic of the 
gameplay and the player's perception 
of the challenge at hand. It switches 
what is normally an offensive sense of 
gameplay, when you blast the filthy 
Mudds, to one that is defensive as you 
now have to avoid touching them. | 
think those kinds of simple changes 
entertain the player's mind and 
provide a great sense of variety and 
excitement, which is one of the enjoy- 
able traits of Super Mario World. 

I should mention that Max is not 
completely without a means to thwart 
the ghostly Mudds. Special Ghost 
Shots can be found inside some of the 
levels that enable you to temporarily 
dissipate ghouls. You still have to be 
careful, though, as you will have a 
limited supply per Ghost Shot pick-up. 


What do you believe the Wii U offers 
for Mutant Mudds that you can't get 
out of the other platforms Max has 
been released on? 

JW Our focus has been on adapting 
the Mutant Mudds experience to 
HDTVs and the GamePad screen - as 
the game is displayed on your TV and 


DOWNLOAD 


GamePad at the same time - and not 
changing the gameplay in any way to 
utilize the unique features the Wii U 
offers. 


Are there any plans to offer this 
Deluxe content on other platforms? 
Is that something Renegade Kid will 
consider in the future? 

JW Our current plan is to include the 
ghostly parallel world only on the Wii 
U. It is possible that this new content 
could make its way to the 3DS in the 
future, but we do not have any plans 
to do that right now. 


While Mutant Mudds has been 
getting all the attention, many of us 
would like to know about Mutant 
Mudds 2. Can we get any word on 
when we might learn more about 
that project? 

J We're focusing on Mutant Mudds 
Deluxe right now, but rest assured 
that Nintendo Force will be the first to 
know about Mutant Mudds 2 when we 
are ready to share more on the game. 


If we say pretty please, is it possible 
that we could learn one tiny little 
detail about the game that was pre- 
viously unknown? Please?! 

JW Well, because you said pretty 
please I'll let you in on a small tidbit of 
exclusive info. We are developing a 
new FPS title for the 3DS eShop, and 
plan to have it ready for release 
Holiday 2013. Scoop! 


Our thanks to Jools Watsham for 
taking the time to talk Mudds with us. 
Keep your eyes locked on the Wii U 
eShop for Mutant Mudds Deluxe. 
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YOUR WEAPONS... YOU WILL NoT NEED THEM 
What's in The Cave? Only what you 


take with you. 


THE Wii U eSHOP has been off to an 
extremely strong start, featuring 
quality content from indie devs and 
big-name publishers alike. Sega and 
Double Fine are pairing up to keep 
that momentum going in early 2013 
with The Cave. This duo is pushing 
forth with a brand-new adventure 
game, which is a genre that has been 
welcomed back by gamers in recent 
years. Who better to head up such a 
project than the brains behind titles 
like Monkey Island and Maniac 
Mansion, Ron Gilbert? His pedigree 


LiNE ATTACK 


Causing chaos with 


HAVE YOU EVER found yourself stuck in a 
line at a grocery store or in a movie theater? 
Wouldn't it be great if you could just pick up 

whoever was in front of you and chuck them 

at everyone else in your way, without getting 
arrested? Well that's exactly what you can do 
in Tokyo Crash Mobs, the latest action-puzzle 
game for the 3DS eShop. Anyone who's 


14 NINTENDO FORCE 


alone is enough to get hyped up 
about this project. 

Believe it or not, The Cave centers 
in on... a cave. This isn't just any old 
cave, though. This is a magical, 
talking cave that plays host to seven 
different characters. These charac- 
ters visit this same cave throughout 
the ages, all in the hopes of finding 
the treasures that rest deep within. 
Little do they know that this cave is 
going to teach them about the people 
they're set to become in the future, 


whether they like the outcome or not. 


Sounds like your standard adven- 
ture game setup, right? That's exactly 


played Magnetica on the DS or PopCap's 
Zuma will see similarities here, as you'll be 
hurling bystanders at one another based on 
the color of their clothing, racking up points 
and knocking your hapless victims out of the 
line. And if that wasn't ridiculous enough, the 
game places you in a host of other outlandish 
situations, from staving off alien invasions to 
beating back swarms of ninjas. It's certainly a 
unique premise for a puzzler, and one you'll 
definitely want to keep your eye on when it 
hits the 3DS eShop soon. - KEVIN K. 


what Ron is out to avoid. The Cave 
aims to be an adventure game for 
those that don't like adventure 
games. You can forget about sifting 
through endless inventory boxes, 
since the game doesn't even feature 
an inventory. There's also a good 
amount of focus put onto light plat- 
forming elements, which is set to test 
your twitch skills instead of mental 
abilities. All these aspects will be 
mixed together into something closer 
to a "Metroidvania" title, rather than 
a traditional point-and-click outing. 
Gilbert says there's plenty to do 
and see within the world of The Cave, 
but there's no way you're going to be 


able to see it all on your first trip 
through. Each character has a unique 
set of skills, which open up portions 
of levels that only they can unlock. 
With the ability to take three people 
in your party, that means you'll have 
to tackle the game at least three 
times over, using a different combina- 
tion of characters each time, to see 
all it has to offer. These locked 
portions promise to include major 
changes and story elements that 
differ from what you saw in previous 
playthroughs. With The Cave right 
around the corner, we're eager to see 
what awaits inside ourselves. 

- KEVIN C. 


FEELTHE RHYTHM 


Bop to the beat with the HarmoKnight. 


IT'S NOT OFTEN you get to see 


A. 


Platformers seem to be Game 


Game Freak stretch its creative 
wings. The last time the studio devel- 
oped a non-Pokemon title was back 
in 2006, when it released the excel- 
lent - and criminally underappreci- 
ated - Drill Dozer for Game Boy 
Advance. That was more than six 
years ago, a veritable lifetime in the 
world of video games, but that gap 
undoubtedly helped spur the creation 
of HarmoKnight, a new rhythm-based 
side-scroller coming exclusively to 
the 3DS eShop. 


Freak's specialty when it isn't saddled 
with the Pokemon license. Even 
before Drill Dozer, the studio had 
made a name for itself with side- 
scrolling efforts like Pulseman, which 
was developed for the Sega Genesis 
(and has been digitally re-released on 
Wii's Virtual Console). HarmoKnight 
carries on this tradition in a sense, 
but it also boasts its own unique 
characteristics that set it apart from 
other platformers. For one, the game 
is all about rhythm. 


Your character, a young boy 
named Tempo, charges automatically 
through each stage. You'll have to tap 
the A and B Buttons in time with the 
music to navigate these courses suc- 
cessfully, leaping over obstacles and 
smacking enemies as the beat 
dictates. This gives HarmoKnight's 
gameplay a distinct cadence, as you'll 
be embellishing the soundtrack with 
your every move, each collected 
token and slain foe adding a note to 
the background melody. 


There's also a surprising amount 
of variety in the game. Not only will 
you earn letter grades based on your 
performance (a rhythm genre staple), 
but stages also branch off in multiple 
directions, giving you further incen- 
tive to replay them. Tempo will also 
be joined by other heroes, who each 
uniquely alter the gameplay. 

Together, these elements make 
HarmoKnight one of the most com- 
pelling eShop offerings to be looking 
forward to here in 2013. - KEVIN K. 


PREPARE FOR PAIN 


may look 
cute, but it's out for blood. 


PWNEE STUDIOS’ Kickstarter-funded platformer 
Cloudberry Kingdom is heading to Wii U in early 2013, 
after a slight delay from its original 2012 planned release. 
The concept behind the colorful game is that it uses algo- 
rithms to procedurally generate levels to match the 
player's preferred difficulty, ranging in a variety of ways 
from how the in-game physics operate to what abilities 
and powers the character has. Courtesy of the level gen- 
eration, Cloudberry Kingdom theoretically features 
unlimited level variations that can run the gamut in diffi- 
culty from Kirby's Dream Land to Super Meat Boy. Some 
levels, Pwnee teased, can be straight-up masochistic. The 
New York-based developer's debut game truly looks like it 
will be a wondrous experience when it hits the Wii U 
eShop. And hey, if you backed their Kickstarter, you might 
already have a final copy of the game coming your way. 
(At the very least, Kickstarter backers can keep tabs on 
the game via the Steam beta.) - NEAL 
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GETTING A RUNNING START 


CommanderVideo is ready and set to lead the Wii U eShop's race into 


the new year. 


GAIJIN GAMES’ crown jewel Bit.Trip 
Runner set the bar for the entire 
runner genre when it first arrived as 
a WiiWare exclusive in 2010, and now 
2013 will see the dashing Commander 
lacing up his sneakers for a sequel. 
Runner 2 replaces many of the retro- 
styled elements of the original, 
though, adopting a colorful and 
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surreal Monty Python-esque land- 
scape. That’s only appropriate given 
the story, as this sequel takes place in 
an alternate reality where TimbleTot, 
CommanderVideo’s nemesis, has 
banished our hero. 

Gaijin has really gone for broke in 
the presentation department with 
these detailed 3D visuals — but the 
rhythmic gameplay of the original is 
entirely maintained. In each level, 
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Commandervideo must jump, duck, 
block, kick, and dance his way 
through ever-increasing challenges 
while collecting gold with precisely 
timed moves. Interspersed within the 
levels are microgames where buttons 
or sticks must be activated in 
sequence. And adding to the madness 
is an end-of-level cannon that 
appears after a perfect run, as 
players must time its launch to hit a 


bullseye to gain the "perfect plus" 
rank. 

Those are just the basics of this 
ambitious new sequel, and there's an 
entire list of other new features 
packed into Runner 2 that we can't 
wait to talk about more - but, luckily, 
we won't have to wait long. The 
Commander’s psychedelic next race 
is set to begin in the Wii U eShop 
very, very soon. - AARON 


IT MEANS “CUTE SQUID” 
swims into the 3DS eShop. 


CAVE STORY'S wider release has opened the door to introduc- 
ing the world to indie developer Daisuke "Pixel" Amaya’s other 
works - like Ikachan, a story of a little squid that Amaya first 
put together while taking some time off from Cave Story’s epic 
five-year span of development. Though it takes place underwa- 
ter, Ikachan shares Cave Story’s characteristic pixel art and 
chiptunes, as well as its action RPG influences and mix of light- 
hearted characters and dark themes. Earthquakes have blocked 
access to the food supply, and Ironhead, fish leader of the 
underwater caves, has sewn discontent. Ikachan begins the 
game weak and with amnesia, but quickly finds a hat that lets 
him plow through enemies and barriers with a unique, but 
simple control scheme. The 3DS edition refines his game and its 
graphics, and it'll be floating into the eShop soon. - AARON 


NICALIS 


NightSky is a collaboration 
between publisher Nicalis, 
scenario writer Daisuke 
Amaya (Cave Story), and game 
designer Nifflas (Knytt series). 
While the game doesn't quite 
hit the high notes that one 
might hope for given its 
pedigree, it’s still worth 
checking out if you're a fan of 
physics-focused puzzle plat- 
formers. Everything is set in а 
soothing, silhouetted world, 


NES 
ARCADE/PLATFORMER 


nere 


PUZZLE/PLATFORMER 59.99 


with no enemies to fight or 
characters to interact with. All 
you have deal with is your 
playable character (a large 
glass orb) and the environ- 
ment. Things change up at a 
steady pace thanks to 
frequent variation of game- 
play elements. You'll be 
reversing gravity one second, 
then riding around in a range 
rover built for orbs the next. 
While NightSky starts off fairly 


RECOMMENDED 


1987 TECMO KOEI 
$4.99 


| would probably dismiss Mighty Bomb Jack outright as being too 
obscure and too challenging, but in the time since this game was 
last re-released on Wii, a particularly memorable episode of Retro 
Game Master has come along that may well have ignited your 
interest in running its gauntlet yourself. If so, be prepared for non- 
sensical design quirks and odd, touchy controls — just like the 
Kacho dealt with. Though, with Restore Points, perhaps you'll 
succeed where he failed. (Oh. Spoiler. Sorry.) - LUCAS 


soft, the difficulty ramps up 
quickly. The contrast between 
death-defying leaps and the 
relentlessly relaxing atmo- 
sphere work to create an 
interesting emotional silhou- 
ette of their own, but there’s 
not quite enough personality 
here to create something truly 
memorable. Thankfully, 
NightSky offers some of the 
most simple-yet-inventive 
level design in recent memory. 
If you love to deconstruct the 
genre, or are just looking for a 
new kind of 2D platformer, 
NightSky is it. - JONATHAN 


NES 
1993 
NAMCO BANDAI 
ARCADE $4.99 


Restore Points could also help 
you win your way through to 
Рас-Мап infamous kill screen 
if you've got the patience for 
such an endeavor. (That is, if 
this 3DS emulation of the NES 
port of the arcade original 
even has the kill screen. Who 
wants to find out?) Seriously, 
though, there have already 
been a few other versions of 
Pac-Man made available on 
3DS, and plenty more on other 
platforms too — it’s a hard sell, 
for me, to spend another five 
bucks on another version of a 
game that's so available else- 
where. - LUCAS 


NES 1987 
ACTION $499 


Mega Man has arrived in the Nintendo 3DS eShop as a part of 
Capcom's 25th anniversary celebration for the Blue Bomber. While 
not quite as polished as Mega Man 2 and other later installments, 
the original is, of course, where it all began with the then- 
revolutionary ability to choose your own stage and swipe the 
boss's special powers. In addition to marking the debuts of Mega 
Man, Roll, and Drs. Light and Wily, Mega Man also features a cast 
of six Robot Masters who have gone on to become iconic fixtures 
of the franchise. The game's difficulty is renowned, but is now miti- 
gated somewhat by the addition of Restore Points to the Nintendo 
3DS Virtual Console. This not only makes up for the absence of 
passwords in the original game, but can also alleviate the tedium 
involved in replaying larger portions of stages just to return to its 
tougher sticking points. - DAVID 
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CAPCOM 


Wii VIRTUAL CONSOLE 
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BURGERTIME 


PLATFORM: NES ORIGINALLY RELEASED: 1987 PUBLISHER: G-MODE 
GENRE: ARCADE PRICE: 500 POINTS 


And then we have good old BurgerTime. But wait, what’s this? It’s 
an actual Wii Virtual Console release, and not on 3DS? | thought 
the well had run dry there, but BurgerTime may just be enticing 
enough for some of you to jump back through the hoops of the Wii 
Shop Channel to grab it. This NES edition is a faithful take on the 
1982 arcade classic, as you control Chef Peter Pepper as he builds 
enormous burgers by trampling ingredients to make them fall to 
the huge plates below. No 3DS amenities on Wii, though.- LUCAS 
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FAMICOM DISK SYSTEM 1986 
PLATFORMER $499 Bn 
and feels very similar to the 


original Super Mario Bros., 
that's where the similarities 
end. There are enough poison- 
ous mushrooms, throngs of 
enemies, and lengthy gaps to 
keep you shedding lives like 
there's no tomorrow. Of course 
this is probably why the game 


There are very few games that 
can humble you quite as 
quickly as Super Mario Bros.: 
The Lost Levels. It's easy to 
see why Nintendo made the 
decision to give gamers 
outside of Japan a different 
game when it came to their 


Super Mario Bros. sequel, as has become so popular with 
Lost Levels is brim level full of diehard Mario fans, as you 
hazards that will test even the can't find this kind of chal- 


lenge in any other Mario 
outing. Not even close. 


most hardcore platforming 
fans. While the game looks 
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TEYON PUZZLE/STRATEGY 5199/200 POINTS 


Ever since they delivered one of my favorite early DSiWare 
releases back in 2009 (Robot Rescue), I’ve been keeping my eyes 
on all of the Poland-based Teyon's various downloadable projects 
for both DSi and Wii. Some have impressed me, some have fallen 
short. Wizard Defenders is one of the short ones. The concept here 
is inspired, as it's like a mash-up of Bejeweled and Plants vs. 
Zombies — enemies appear and advance on your ranks of spell- 
casters and it's up to you to match three or more wizards of like 
color together to magically blast the monsters back to oblivion. 
The execution is where things fall flat, though, as controlling just 
where each wizard is being moved is cumbersome and the diffi- 
culty escalates too quickly. | also would have loved to see variation 
in the wizards beyond just color. Next time, Teyon. - LUCAS 
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There may be those who think 
The Lost Levels sticks too close 
to the blueprint of the first 
Super Mario release, but for 
anyone who can appreciate 
the seamless continuation of 
the phenomenal gameplay 
that made Super Mario Bros. 
such a mega hit in the first 
place, this is the perfect 
sequel and a game where 
you'll truly find out what 
you're made of — if you have 
what it takes. - CORBIE 


GAME BOY COLOR 
PLATFORMER $499 


Game Boy Color classic Wario 
Land II takes an alternative 
approach to platform gaming 
that is much fresher than its 
odorous hero. This adventure 
foregoes the power-ups and 
two-hit deaths that were a 
staple of games like Super 
Mario Bros. and Super Mario 
Land, instead introducing a 
surprisingly unique twist on 
those old favorites — Wario 
cannot be killed. He’s now 


Skeleton Mage 


Frea uses Meditate. 


LEVEL-5 RPG 


Skeleton Archer B 
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$799 


Crimson Shroud is a five-hour RPG from Final Fantasy Tactics 
creator Yasumi Matsuno that's more Dungeons & Dragons than 
video game RPG — complete with dice rolls, long-winded text 
descriptions and character figurines. The aesthetic is undeniably 
charming, as the juxtaposition between your figurine characters 
with detailed fantasy environments is visually interesting. With a 
fantastic localization, Crimson Shroud is a simple, no-nonsense 
experience that almost always has you moving forward, stopping 
occasionally to fight in strategic and fun battles. Characters don't 
level up; instead, you earn skills and gain loot that improve your 
three characters’ prowess. With the exception of a few fleeting 
moments of poor game design involving random loot drops requir- 
ing you to proceed, Crimson Shroud is a wonderful experience. 


- NEAL 
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entirely invincible, and he 
utilizes his new immortality in 
combination with intentionally 
subjecting himself to a variety 
of enemy attacks to activate 
different transformations. In 
forms like Fat Wario, Flat 
Wario and Puffy Wario, he’s 
able to overcome physical 
obstacles and traps, solve 
environmental puzzles and 
ultimately recover his stolen 
treasure. While Wario's inabil- 
ity to die does reduce the 
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overall difficulty of the game, 
a large amount of the loot is 
well hidden — creating a more 
intellectual challenge. The 
story is fairly short, but the 
tight control, unique gameplay 
and brilliant level design make 
every minute worthwhile — 
and there's a ton of post-game 
content like branching story 
paths, too. Add all that up and 
you get one unique adventure 
that's well worth the price of 
admission. - ROBERT 
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ZELDA ТІ: tHE ADVENTURE OF LINK 
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3DS VIRTUAL CONSOLE 


NEXT 


PLATFORM: NES ORIGINALLY RELEASED: 1988 PUBLISHER: NINTENDO 


GENRE: ADVENTURE PRICE: $4.99 


Zelda II is one of the more 
interesting titles in the greater 
Zelda franchise thanks to how 
different it is, and some of 
those differences have led this 
once-popular game to become 
regarded more as a "black 
sheep" among its relatives. 
Hyrule is expanded upon sig- 
nificantly in this installment in 
a way never seen before or 
since, with the entirety of the 
original Zelda revealed to be 


but one small corner of the 
map. Though you still have the 
overworld exploration 
provided by the map screen, 
Link’s adventure switches 
things up by having towns, 
palaces, and overworld 
combat play out in a side- 
scrolling format with different 
sword techniques and magical 
spells; one can even see the 
seeds of what would become 
Skyward Sword’s combat 
begin to take form. There are 
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AERO PORTER 


PUBLISHER: LEVEL-5 GENRE: PUZZLE/SIMULATION PRICE: $499 


From the mind of Seaman developer Yoot Saito, Aero Porter is a 
bizarre luggage-sorting simulation game. It has simple mechanics 
that unfortunately pile on way too much too fast, so that the ini- 
tially charming experience quickly becomes more frustrating than 
fun. The concept is interesting and novel, but when you go from 
dealing with just two or three flights to six simultaneously, Aero 
Porter becomes a chaotic cavalcade of colored bags and departing 
flights. What really drags the game down, though, is its reliance on 
special requests. Regularly, you are required to prioritize certain 
luggage. If you fail this, then all progress you made during that 
time is lost, and you have to retry the entire section of the game. 
The added StreetPass functionality is cute, as you can design your 
own plane to share with friends, but with the niche qualities of this 
game, good luck finding someone to ever use it with. - NEAL 


MAYBE... 


many challenges to overcome, 
including some ferocious 
enemies, but thanks to the 
305 VC's Restore Points, many 
of the more tedious, cumber- 
some, overwhelmingly dated 
aspects of the gameplay are 
neutralized to some degree, 
making this particular release 
of the game a bit more 
friendly to newcomers. One of 
the townspeople may be Error, 
but the decision to play this 
classic isn’t. - DAVID 
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ESCAPEVEKTOR 


PUBLISHER: NNOOO GENRE: ACTION PRICE: $9.99 


This geometric puzzle-arcade game boasts a slick presentation, 
catchy electronic beats and precise controls. Developer Nnooo 
puts players in control of the letter V as they navigate rectangular 
mazes filled with right angles, laser fences and enemies. The goal 
is simple yet tricky: trace all the lines to reach an end goal. The 
game starts a bit slowly but quickly ratchets up in speed and diffi- 
culty. And with 150 levels to tackle, there's more content than you 
can shake a stick at (which feels bloated on a few occasions, as 
some parts drag more than others). The biggest issue with the title 
is the default vantage point. For a zoomed-out view, the player 
must keep their index finger glued to the right shoulder button — 
an uncomfortable quirk of the game. But even with these 
quibbles, escapeVektor begs for a tile spot on your 3DS with unfor- 
giving and addictive puzzle-arcade mechanics. - EVAN 
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NINJA GAIDEN 


PLATFORM: NES ORIGINALLY RELEASED: 1988 PUBLISHER: TECMO KOEI GENRE: ACTION PRICE: $4.99 


Ninja Gaiden is a name 
familiar to many modern 
action gamers, but this early 
2D platforming iteration of the 
franchise is a bit different 
from the 3D tales of the 
Hayabusa clan known today. 
The first NES game is much 
like a faster-paced version of 
that console's Castlevania 
titles. You'll run through city 
streets, caves, jungles, and 
fortresses as you fend off foes 
attacking from all angles, 


Slash enemies with your 
Sword, procure power-ups 
from lamps and torches, and 
scale surfaces using the wall- 
climb maneuver which helped 
make the series famous. As 
you progress, you'll get to 
view the game's other claim to 
fame, the "cinema scenes" 
which tell the game's story 
and are one of the earliest 
precursors to the cutscenes 
which are so common and 
prolific today. While the game 
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does control a bit better than 
its seeming inspiration, it's 
every bit as difficult, and 
possibly more so. In fact, its 
difficulty is legendary, though 
this eShop edition does 
temper this somewhat thanks 
to the power of Restore 
Points, which allow saving at 
any time before things get too 
sticky. Great graphics and a 
terrific soundtrack round out 
this package and help the 
game endure today. - DAVID 
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FLUIDITY: 
SPIN CYCLE 


PUBLISHER: NINTENDO GENRE: PUZZLE/ 
PLATFORMER PRICE: $899 


Fluidity: Spin Cycle is the 3DS eShop 
successor to the 2010 WiiWare original, 
Fluidity. That console outing managed 
to show just how much fun you could 
cram into WiiWare's file size restric- 
tions by giving us rather unique 
puzzles and a charming 2D design. 
Fludity’s success paved the way for 
Spin Cycle, which fleshes out the world 
of Fluidity with more puzzles, themes 
and even a story. Has the "more is 
better" approach worked out? 

Fluidity: Spin Cycle spins a tale 
similar to that of Disney's Epic Mickey. 
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Through the use of magic rainbow 
paint, a storybook's pictures are 
brought to life. Unfortunately, a bit of 
nasty black goop gets jealous when it 
sees all the fun this rainbow paint is 
having. That's when the goop drips 
down onto the book, polluting its 
pictures with twisted versions of the 
original artwork. In steps Eddy, a lively 
blob of water, to purify the book and 
save the imprisoned rainbow spirits. 

you'll run Eddy through the 
multiple "pictures" in this book, which 
act as stages. It’s up to you to collect 
water droplets along the way to build 
Eddy up, which help him become a 
bigger, more powerful, water spirit. 
This makes it easier to tackle puzzles, 
reach new areas and split into multiple 
water streams for level exploration. 
Your main objective in each level is to 
reach the imprisoned rainbow spirit, 
but that’s not all there is to do. You can 
also spend your time hunting down 
hidden puzzle pieces that unlock more 
challenges, beating the goal time in 
each stage and taking on optional 
puzzles to collect every single water 
drop available. 


Spin Cycle gives you just one way to 
control Eddy — you better get ready to 
become very well acquainted with the 
3DS' gyrosensor, because this is a 
motion-only affair. You can use face 
buttons or the touchscreen to flip on 
switches or activate abilities, but trav- 
eling can only be accomplished by 
rotating your 3DS in circles. If you're 
just moving left and right, the controls 
are dandy. Unfortunately, the game 
often asks you to travel up walls and 
along ceilings in 360-degree levels. 

The 360-degree idea is a great one 
for brainteasers, but you'll most likely 
find yourself struggling with it. The 
input method isn’t broken, but the way 
Spin Cycle implements motion can be 
hard to get a grasp on. This has a lot to 
do with the game's strange sense of 
gravity — Eddy's watery self doesn't 
handle as you'd expect a droplet 
would. You'll be bogged down when 
trying to speed up, stuck to walls when 
trying to jump and standing still as the 
in-game gravity reorients itself. 

The game does a great job of 
building upon the first outing, offering 
up more unique puzzles set in levels 
with interesting themes. And you'll 


once again have access to water- 
shifting powers that let you change 
into ice blocks, steam and more. These 
new states obviously open up fresh 
ideas for puzzling landscapes to tackle. 

It's just a shame that Spin Cycle's 
controls trouble the player so much. If 
we get to see Fluidity return for a third 
outing, let's hope the controls get 
worked on. Give us something closer to 
the original, or allow for various input 
methods. 

As it stands, Spin Cycle ends up 
being a fun title locked away behind 
frustrating controls. It’s up to you 
whether or not you feel like wrestling 
with them. Here's to next time, Eddy. 

- KEVIN C. 
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Sometimes great games get lost in the 
shuffle. It happens — there are so 
many options out there that it’s just 
inevitable a few true masterpieces 
won't shine as brightly as they could. 
This game's predecessor, Pushmo, was 
one of those few - it was a brilliant 
3DS eShop puzzler released late in 
2011 that didn't quite get the recogni- 
tion it deserved. 

So we're giving Crashmo, Pushmo's 
sequel, an enormous review spread 
out on a full page all to itself. That 
should hopefully bring the karmic 
balance back into alignment. 

The short, round, red-suited block- 
shoving sumo named Mallo is back, 
and this time he’s found himself a love 
interest. The enchantingly adventurous 
Poppy — granddaughter to the sagely 


144 


Papa Blox — arrives for а visit by мау 
of an airless hot air balloon. (Airless, 
because instead of air, the balloon is 
built of 100 flapping birds.) Mallo tries 
to impress Poppy with his super-sized 
sumo skills on her landing, but 
succeeds only in scaring away her gang 
of feathered friends. Who, of course, 
fly away and land on another set of 
enormous block puzzles placed nearby. 
Crashmo's puzzles are almost 
entirely different from Pushmo's, 
though. In that first game you only had 
to push blocks in or pull them out to 
one of three positions, searching for 
the right combination of moves that 
would result in a staircase to the top of 
the structure. But in Crashmo, gravity 
gets involved. Now, blocks fall to the 
ground if there's nothing to support 
them underneath — and the camera 
can also be rotated around behind or 
to the side of each stack, immediately 
making this adventure much more 
complicated than its predecessor. 
That's a good thing — for the most 
part. There are times when Crashmo's 
puzzles prove to be a bit too perplex- 
ing, as | found myself getting stuck 
quite a bit more often here than in 


Push a against another to reach the : 
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сә г 
Mallo’s first trip to Pushmo Park. The 
designers at Intelligent Systems must 
have recognized this, because more 
tutorials have been built into this 
sequel too. They're not as intrusive as 
before, as many are optional and you'll 
have to go looking for them in a menu 
instead of being forced to play through 
them all by the well-meaning but 
long-winded Papa Blox. But they're 
also not as helpful, as practicing with 
one set of puzzles doesn’t necessarily 
give you any aid when you're stuck on 
another, unrelated one elsewhere. 

It's the "gadgets" that will often 
leave you scratching your head. The 
normal blocks by themselves aren't so 
bad, but when you add in floating 
blocks, warp doors, arrow switches 
and more, wrapping your mind around 
all the possible combinations of moves 
proves to be a true challenge. 

The greater potential for frustra- 
tion, though, means a greater sense of 


Crashmo offers hundreds of puzzles 
built in by default, and, like Pushmo, 
also supports level creation and QR 
code scanning to access an infinite 
number of extra challenges. Hidden 
within this sequel are even some hints 
at a potential third game that could 
arrive in this growing series, so I'd 
encourage you to jump into it now. 

Just start by playing Pushmo first, if 
you haven't already. Its generally 
easier puzzles will be a better point of 
entry than jumping straight in here. 
(And it's still a great game that 
deserves more recogntion, especially 
since it's now inspired a sequel.) 

- LUCAS 


satisfaction when you do at ы. 
last puzzle ош a proper p" | — , 


solution — and some 
are truly memorable 
"aha!" moments that fill 
you with pride. 


а 


— 


— COMIC BREAK 


BROADCASTING LIVE FROM | KOOKY. YOU WERE JUST 
SCENIC BOWSER’S CASTLE IN THE TELLING US HOW YOU WERE MY NAME 
BEAUTIFUL MUSHROOM KINGDOM! ONCE BOWSER’S FAVOURITE IS LUDWIG! OF COURSE, YOU 
т. 0 SON UNTIL YOU МЕРЕ WOULD KNOW THAT IF | HADN T BEEN 
‘BEHIND THE BOSS: BOWSER’S SUDDENLY REPLACED REPLACED BY THAT UPSTART 
INSIDE STORY’! BY BOWSER JUNIOR? BOWSER JUNIOR! IT USED TO BE ME 
WHO GOT THE BEST KINGDOMS, 
THE FAME, THE GLORY! 


SINCE THAT JERK BOWSER JR. | MEAN, THE GUY SCRAWLS | TURNED THE LEADER OF AN 


SHOWED UP, US KOOPALINGS ON A BUNCH OF WALLS AND ENTIRE KINGDOM INTO A PLANT, 
CAN BARELY EVEN PAY OUR WHERE’S MY FLYING CAR? 
BULLET BILLS! 


HOW IS THAT FAIR?! 


THESE DAYS WE’RE LUCKY SO THERE YOU HAVE IT. 
IF DAD EVEN ACKNOWLEDGES ANY MORE QUESTIONS? ANY CHANCE 
THAT THE SEVEN OF US YOU COULD GET ME AN 
ARE HIS CHILDREN. INTERVIEW WITH JUNIOR? 
ОН, AND AN AUTOGRAPH? 


22 NINTENDO FORCE 


What's coming next for Nintendo’s systems? Through the next 26 pages, 
well illuminate the brightest games scheduled for the next 12 months - 
beginning with the return of a certain cowardly ghost hunter. 
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Luigi's Mansion confused 
some people. It helped 
launch the GameCube 11 
years ago, upholding the 
tradition of having a new 
Mario game to debut along- 
side a new console - but it 
wasn't a new Mario game (in 
the traditional sense). 


Instead, the red-capped hero was the victim of the villain, 
and his little brother Luigi was doing the saving all by his 
lonesome. And, even more oddly, Luigi didn't do this by 
platforming - instead, he set out to rescue Mario by 
sucking up ghosts with a vacuum cleaner. 

The short, aesthetically pleasing affair went on to gain 
acult-like affinity over time, and it's held up surprisingly 
well through the past decade. The concept then rose from 
the dead to inspire a sequel first showcased at E3 2011, 
where a playable demo took players through an all-new, 
but still familiar mansion - with the expected ghost- 
busting gameplay tropes. Some tweaks to the formula 
were apparent even then, though, as Luigi used a flash 
and strobe light to stun enemies and gained the ability to 
use a turbo vacuum to speed up the ghost-sucking 
process. 

At E3 2012 the following year, the Luigi’s Mansion 
sequel was given a proper name - Luigi’s Mansion: Dark 
Moon - and a new demo featured two additional playable 
levels. One of the bigger gameplay additions was the 
tweak to Luigi’s vacuum mechanics - a gauge appears 
over Luigi’s head when sucking up a ghost, and if you 
pull the 3DS’ Circle Pad in the opposite direction 
enough and tap the A Button, you'll flash a strobe 
light that explodes most ghosts into a flurry of coins. 
The new demo also featured a darklight, which - as you 
can probably guess - is the opposite of the trademark 
flashlight. The new tool can be used to reveal hidden 
areas and objects. Paintings can come to life, and broken 
objects can rebuilt with it as well. 


Professor E. Gadd returns to bolster Luigi’s bravery with a bevy of fancy new gadgets. 


My guess? Luigi’s thinking "How did | get roped in to doing this again?" 


YEAR IN 
PREVIEW 


The new clock level, dubbed the Old Clockworks, had 


wintry area, a 


individual cha 


A renewed 
with the varie 


reasons to go 
secret areas t 


nd he can only really be moved 


sucked up by Luigi (so he’s caug 
of the Poltergust). 

Yes, it is as funny as it sounds. 
Through trailers and other incidenta 
footage, a few other areas have been shown off, but 
their overall placement and whether or not they are full 
mansions or just sections of ones are not con 
has been seen in Egyptian-themed and plant-ridden 
areas. King Boo and his army of ghosts are also returning 
in some form, though it’s unknown if the ghostly monarch 
is just a boss of one of the individual mansions or the 
main villain for the entire game. 

The story is light, as Professor E. Gadd, introduced in 
the original game, runs into a snag while researching 
ghosts іп Evershade Valley - the mystical Dark Moon 
shatters, turning friendly ghosts into evil, maniacal 
villains. The good doctor calls Luigi into action and tasks 
him with searching the new locale for the Dark Moon's 
dispersed fragments. Luigi quickly dons the Poltergust 
5000, an improved version of the original vacuum, and 
pockets his Nintendo DS, which takes the place of the 
Game Boy Horror from the original. The DS, which may or 
may not have a cute horror-referencing name, is used for 
communicating with E. Gadd, and even plays the original 
game's main theme as a ringtone. 

The gameplay structure is different than t 
game, which took place in one expansive mansion. This 
time around, the multiple mansions are each 
pters, and Luigi is transported back and 
forth from E. Gadd's lab in a cute, pixel-y fashion. 


explorative focus leads the chai 
y of tools and gadgets that wil 


hat weren’t accessible the first 


Luigi spinning dials to solve puzzles, which will be a much 
bigger part of the game, according to Shigeru Miyamoto. 
The third area, the icy Secret Lab featured sli 
slopes, ice hockey, and more gameplay tweaks - a 

cowardly Toad must be carried to safety through the 


ppery 


by being 
ht at the end 


gameplay 


irmed. Luigi 


e first 


split up into 


rge, and 
be avail- 


able, it appears that completionists might have a few 
back to previous areas and try to reach 


ime around. 


Dark Moon is being developed by Next Level Games, a 
studio from Vancouver, Canada best known for the three 
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Luigi somehow summons the courage to step inside another 
haunted house, just knowing the ghosts inside will be worse 
than any he's ever encountered before. 


Sure enough, the ghosts have gotten sneakier in this sequel. 
Some sport sunglasses to protect themselves from Luigi's light. 


They've gotten tougher, too. (Wait, can ghosts have muscles?) 
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Sorry, Luigi, there's nowhere to hide. 
Not even in the crease between the 
magazine pages. 


YEAR IN 
PREVIEW 


Our hero can't even relax when exploring seemingly empty 
rooms and hallways - ghosts could pop up anywhere. 


Thankfully, not all the ghosts are nasty. Some are even helpful, 
like this spectral pooch (who may even be Luigi’s new sidekick). 
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If you give a Toad a fish, you'll feed him for a day. If you teach a Toad to fish ... 


games they made with Nintendo - Super Mario Strikers 
(2005), Mario Strikers Charged (2007), and Punch-Out!! 
(2009). While each one of their Nintendo projects was 
well-received, their other recent projects, made with 
Ubisoft, Activision, and Sega, weren’t too beloved, 
proving the time-honored tradition of Nintendo pushing 
developers to make their best work (see: n-Space, Silicon 
Knights, Rare). 

Over the years, Next Level Games seemingly followed a 
regular two-year pattern with Nintendo, but since Dark 
Moon didn’t hit in 2011, two years after Punch-Out!!, it 
appeared that the game was in a delayed development 
hell. However, that actually isn't the case. Develop- 
ment on Dark Moon started in late 2010, according 
to Miyamoto, who is working closely with Next Level 
Games for the first time in his illustrious career. So that 
first demo, which was seen as rough around the edges, 
was from a game that was only around six months along. 

In totality, Dark Moon is entering its third year of 
development with the 80-person team in Canada, which 
is creeping up to be Next Level Games' longest 
Nintendo-published development cycle. Working closely 
with Miyamoto, handling a premier Nintendo franchise, 
and spinning up a new director might explain why the 
development is escalating to a grander scale. 

Miyamoto, who has been one of the few people to 
speak about the game in detail, is taking direct responsi- 
bility for the new Luigi's Mansion. It's a different situation 
for Next Level, as they worked on their past projects pri- 
marily with Kensuke Tanabe, who is in charge of produc- 
tion with Western developers ranging from NST to Retro 
Studios. With Miyamoto’s comments of his work with Dark 
Moon, which has been hinted at in several interviews, we 
can assume this is the most Miyamoto time that Next 
Level Games has been privy to. (That means that some 
tea tables might be getting upended.) 

Much like Pikmin 3 (another project we know 
Miyamoto is overseeing closely), this seems to bea 
passion project, especially since the whole idea of a 
sequel reportedly came from Miyamoto to begin with. 
Nintendo actually tested what eventually became the ste- 
reoscopic 3D technology in the 3DS with Luigi's Mansion 
on the GameCube back in 2001. While nothing came to 
fruition from that, Nintendo used the original Luigi's 
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Mansion to test the 3D on the 3DS. After that came out 
well, Mivamoto wished to make a sequel to Luigi's solo 
joint. According to Miyamoto, Next Level made a Luigi's 
Mansion 3DS prototype that was loved by everyone at 
Nintendo, which led to the studio taking on development 
of the green scaredy cat's next big game. 

At the helm of Dark Moon's development is Bryce 
Holliday, taking on his first stab at game directing follow- 
ing roles in every previous Nintendo/Next Level title. 
Holliday has been with Next Level since 2004, and former 
Next Level game director Mike Inglehart, who led devel- 
opment on both Strikers games and Punch-Out!!, has the 
utmost confidence in his former co-worker. "[Holliday] 
was an integral part of all Nintendo games and will have a 
successful run as game director over at Next Level." 

Inglehart left the company amicably in December 
2010, after being at the company since its founding in 
2002. He's currently working at Hothead Games, taking 
his Mario soccer background to the Big Win Sports series 
on iOS. "I left Next Level and have become a gamer who 
anticipates playing the first Nintendo game | have never 
seen," Inglehart said regarding Dark Moon. "I'm excited to 
see what my amazing friends at Next Level have done 
with Luigi's Mansion." 

While Dark Moon is a sequel to an internal Nintendo 
project and Miyamoto's involvement will make the game 
appear to be an internal project - probably much in the 
way that Pilotwings Resort was primarily internal despite 
Monster Games' involvement - it appears that Next Level 
will sneak in a few references to their past Nintendo 
output. In a humorous elevator scene from an E3 2012 
trailer, the Mario Strikers Charged pause menu music 
is heard. When the game finally comes out, players 
might want to keep their eyes open for references 
to Strikers or Punch-Out!!. Of course, the Secret 
Lab's inclusion of ice hockey already plays to Next Level's 
prior experience with the NHL Hitz series, so maybe a 
ghost boxing match with King Hippo isn't too far off. 

Expectations are high as we enter the waning months 
until Luigi's grand solo return, and we can only hope that 
Nintendo and Next Level Games can team up to put 
together something special. From what we've seen, the 
wait for Luigi's return real estate trip should be more 


than worth it. © 


Will there still be snow on the ground when the game hits stores, or will Spring have truly come? 
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PLATFORM: Wii U | PUBLISHER: NINTENDO | DEVELOPER: ТТ FUSION | RELEASE: ТВА 

WHILE THE 3DS version of the game revealed at ЕЗ 2011 is still more or less unknown, the Wii U 
version of LEGO City: Ипдегсомег is surging towards an early 2013 release. Developed by LEGO 
veterans TT Fusion, this title is the first collaboration between Nintendo and the LEGO property. 
Featuring an open world, zany sense of humor, and smart use of LEGO, LEGO City: Undercover is, at 
face value, a light-hearted Nintendo-influenced version of Grand Theft Auto. However, if you go past 
the surface, LEGO City: Undercover is still fundamentally a LEGO game. You collect studs, progress 
through levels, and unlock a variety of characters - or rather, disguises for the hero at the game's 
forefront - with different abilities. The game is centered on Chase McCain, a wily undercover cop who 
is trying to take down the villainous Rex Fury and save LEGO City, the game’s eponymous city that 
seems to resemble San Francisco, especially with Albatross Island, a play on San Fran’s Alcatraz. 
Similar to how Gotham City was a hub in LEGO Batman 2, LEGO City is the hub world in Undercover. 
This time around, though, the city is much more the focal point, with a cadre of hidden areas, side 
missions, and more. The story progression seems to put you into familiar LEGO escapades, especially 
when you go to the game's underground and delve into the accustomed LEGO game levels. What 
makes this game a little bit more than a GTA clone is its over-the-top humor and whimsy. With voice 
acting, the hero's one-liners fly faster than the game's controllable helicopters. It often seems refer- 
ential to every movie or TV cop stereotype ever, and the references don't stop there. One segment 
shown off even shows Chase building a Super Mario Bros.-esque warp pipe, and in another pre- 
release glimpse we got, Chase poked fun at several other video game tropes - such as the random 
spinning fans that appear to do nothing. The main cause for concern with LEGO City: Undercover is 
the developer's pedigree, as it's being developed by TT Fusion - who have mainly worked on portable 
ports of LEGO games - instead of the core team at Traveller's Tales. Most recently, they were respon- 
sible for the disappointing Spy Hunter reboot on 3DS. Hopefully, Nintendo will give TT Fusion the 
guidance necessary to make LEGO City one of the premier games of early 2013. - NEAL 


YEAR IN 
PREVIEW 


PLATFORM: Wii, Wii U | PUBLISHER: NINTENDO? | DEVELOPER: 
SQUARE ENIX | RELEASE: TBA 

ALREADY TAKING Wii owners in Japan by storm, Dragon 
Quest X is Square Enix’s first foray into the massively multi- 
player online space with the Dragon Quest series, proving a 
natural evolution of DQ9’s multiplayer component. Reception 
has been very positive, and while a release on our shores has 
not yet been confirmed, it can be considered a safe bet (the 
Wii U version, at any rate) considering how important the 
series is to the company, second only to Final Fantasy. The 
subscription-based RPG provides a choice of five tribes (or 
races) for the player and six character classes, with new roles 
on the way in a future update. Dragon Quest X has the poten- 
tial to be the Wii U's first big MMO, and we can't wait to Frizz 
and Crack our way through some slimes when the Wii U 
version launches in Japan this March. - ROBERT 
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Wii U NINTENDO 
PLATINUM GAMES TBA 


Not much is known about this surprise Wii U 
exclusive from Platinum Games beyond the fact 
that it will be a direct sequel to the 20105 
Bayonetta - an M-rated whirlwind of bullets and 
backflips released only on Xbox 360 and PS3. We 
do know that it's being directed by a producer on 
the original game, Yusuke Hashimoto, as 
Bayonetta's creator Hideki Kamiya is busy direct- 
ing Platinum's other Wii u project, The 
Wonderful 101. And Platinum Games' Atsushi 
Inaba is also producing. The most shocking early 
detail, though, is that this sequel - still to be 
rated M, certainly - will be published directly by 
Nintendo. That's incredibly rare. - NEAL 


GAME & WARIO 


PLATFORM: Wii U | PUBLISHER: NINTENDO | DEVELOPER: INTELLIGENT SYSTEMS | RELEASE: TBA 


The WarioWare series has been Nintendo’s way to show off the vast and varied potential of new hardware for years, and the tradition continues on the Wii U under the 
working title "Game & Wario," a clear play on the company’s long-running line of Game & Watch handheld gaming devices. This time out, the Wii U GamePad is the focus of 
Wario's 16 demonstrative game designs, which allow players to interact with the action on the screen in a variety of new ways. A recent Nintendo Direct video gave us a new 
look at the game, revealing mini-games which were not seen at last year's E3, including one with a pirate theme where the player must move the GamePad to block incoming 
projectiles in a variation of the "Shield Pose" demonstration from E3 2011. Another callback to the Wii U's debut appearance follows the "Measure Up" template, in which 
players look at a shape displayed on the television screen and try to accurately redraw what they saw on the GamePad. Nintendo has yet to announce a release date for Game 
& Wario, but it's still expected to be available sometime during the Wii U's "launch window," which ends in March. So we should hear something soon. - DAVID 


Even Link's Crossbow Training couldn't 
prepare you for Wario's take on archery, 
as the new "Arrow" mini-game equips 
you with a mustache-shaped bow 
and nose-shaped arrows. You'll hold 
the GamePad in one hand to aim, 
then pull back and let fly your 
olfactory ammo with the other. 


attraction from Nintendo Land should 
enjoy Game & Wario's "Ski," which 
will offer a similar racing experience. 
You'll hold the GamePad vertically 
once again, tilting left and right 
to move down the mountain, 


In "Fruit," the GamePad player becomes an apple thief. The other players try to catch him 
in the act by watching the TV screen and trying to pick the criminal out of the crowd. 
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ETRIAN ODYSSEY 4 


PLATFORM: 3DS | PUBLISHER: ATLUS 
DEVELOPER: ATLUS | RELEASE: FEBRUARY 
ATLUS RECENTLY CONFIRMED the localization of the traditional RPG 
Etrian Odyssey IV: Legends of the Titan, which came out in Japan last 
summer. Following in the cartography-focused dungeon-crawling footsteps of 
the first three DS games, Etrian Odyssey IV brings improved graphics bol- 
stered by stereoscopic 3D and a new casual mode, which should help make 
the dense and oftentimes brutal gameplay better for both series rookies and 
veterans. The story focuses on the tree of Yggdrasil, which has been an 
almost mythical entity to the world of Tharsis, as it has always been a part of 
their world despite not being visible. The Outland Count of Tharsis organizes 
an Explorers Guild to explore the area around Yggdrasil. Players control that 
group as they fly through the clouds in an upgradeable skyship. The touch 
screen is used to chart a course around the clouds, and players can custom- 
ize their party any way they like as they battle with enemies nestled through- 
out the world. Etrian Odyssey IV also supports StreetPass, allowing players to 
trade guild cards and characters. As per usual with Atlus games, the initial 
retail run of the game will come with a limited edition art book and a music 
CD. The art book features work from Cloud Factory illustrator Alexandra 
Douglass, and the CD features rough drafts and outtakes from composer Yuzo 
Koshiro's score. Out of all the 2013 titles we're previewing in these pages, 
Etrian Odyssey IV: Legends of the Titan will be one of the first to arrive - it's 
coming to North America at retail and on the eShop on February 26. - NEAL 


3DS KONAMI 
MERCURYSTEAM MARCH 


TAKING PLACE BETWEEN 20105 series reboot 
Castlevania: Lords of Shadow and its upcoming sequel, 
Castlevania: Lords of Shadow - Mirror of Fate for the 
Nintendo 3DS brings back some familiar faces to 
further flesh out this new continuity in Konami's long- 
running vampire-hunting franchise. In addition to once 
again taking the reigns of fresh-faced protagonist 
Gabriel Belmont from the first LoS game, players will 
also get cracking with his son, the gentlemanly Combat 
Cross-wielding Trevor Belmont; Trevor's son, the savage 
warrior and whip master Simon Belmont; and the fan- 
favorite son of Dracula (or is he?), the enigmatic 
swordsman Alucard as they each play their respective 


RUNEFACTORY4 -I 


PLATFORM: 3DS | PUBLISHER: NATSUME | 

DEVELOPER: NEVERLAND | RELEASE: TBA ! е: 

FOR А SERIES so inextricably Нед to Harvest Moon - the farming sim from 
which it was initially spun off — Rune Factory has really come into its own. 
The upcoming Rune Factory 4 is the sixth installment in the burgeoning 
franchise (including the two quasi-spin-offs for Wii), and the first designed 
for the 3DS. Despite this inconsistent numbering, your objective remains the 
same as in previous titles. You'll once again take on the role of an amnesia- 
afflicted hero, fighting your way through forests and dungeons to gather the 
supplies needed to maintain your farm. This time around, the story begins 
when your avatar falls from an airship and lands on a regal dragon, who 
agrees to take you into his castle so long as you become the town's prince or 
princess. As befits royalty, you're then free to alter the town as you see fit, 
deciding which buildings to construct in order to lure more tourists in. This 
element looks like it'll play an important role in the storyline, as you'll rack 
up "Prince Points" and earn titles according to your town-related achieve- 
ments. You'll also be able to take up to two Al-controlled partners with you 
into a dungeon, including any monsters that you've befriended in the course 
of your journey. Top that off with a revamped romance system, which allows 
you to court one (or more, if polygamy is your thing) of the game's eligible 
bachelors/bachelorettes without tying the knot, and you have a fresh, but 
familiar, take on the series' gameplay. Rune Factory 4 debuted in Japan last 
July, and we await Natsume's announcement for America. - KEVIN K. 


roles at different points in history, all tied together by the mysterious Mirror of Fate. The gameplay itself feels like a hybrid, as the side-scrolling exploration falls 
in line with many of the series' more recent installments for the Nintendo DS, but the combat takes more of its cues from the newer family of 3D titles - including 
the return of Light and Dark magic. The dual-screened nature of the Nintendo 3DS will allow players the added benefit of making notes for their own reference 
on the lower touch screen, while other system features such as SpotPass and StreetPass are to be featured as well - though the capacity in which these will be 
used has yet to be revealed by Konami or the developers at MercurySteam. The initial plot of Mirror of Fate is said to take place 25 years after the events of the 
original Lords of Shadow, though the anachronistic nature of the gameplay will likely span well beyond that, and the developers have stated that the culmination 
of this game's events will pave the way for the console sequel, Castlevania: Lords of Shadow 2. - DAVID 
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CROSSOVER 
EXAMINATION 


When the worlds of video gaming’s puzzle-solving professor and 
objection-shouting attorney come together, you can bet that 
a whole lot of finger-pointing is going to happen. 


BYDAAN KOOPMAN Щ PUBLISHER: LEVEL-5 DEVELOPER: LEVEL-S/CAPCOM RELEASE: TBA 2013 EH 
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While gaming crossovers aren't really 
uncommon, it was still shocking that a mash-up 
of Professor Layton and Phoenix Wright was 
announced. We've now had some time with the 
finished version of their joint adventure, 
though, and we're going to entice you with a 
description of the game's opening moments. 
The adventure begins with a mysterious 
cutscene in which a girl named Mahoney sits 
together with a man in a car. They're being 
chased by weird-looking demons who want 
nothing more than Mahoney in their grasp. The 
action-packed scene immediately grabbed the 
eye, with beautiful 3D visuals to boot. And 
shortly thereafter we get introduced to our first 
Layton section, in which we explore his home. 


NINTENDO 


CAPCOM 


YEAR IN 
PREVIEW 
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You move over the touchscreen and tap оп any points of 
interest to secure information (and solve a puzzle, of course). 
Mahoney then comes to the professor’s door and asks him to help 
her out - but no sooner does she show him a mysterious book 
than the demons rush through Layton’s window and finally grab 
the girl. What follows is a pursuit through the streets of London, 
where Layton and Luke come across Inspector Chelmey, who, as 
usual, is just trying to figure out what’s going on. The investiga- 
tion ends at the Tower Bridge, where they find Mahoney, but end 
up separated once again. At that point, Layton and Luke decide to 
open up her book and get sucked into realm of the Story Teller. 

After all of this, we get the first arc in Phoenix Wright's story. It 
involves Mahoney once more, as she has been arrested for poten- 
tial murder. Mahoney seems more distant, as if all of her free will 
is gone. What follows then is the usual Ace Attorney fare, where 
Phoenix Wright has to cross-examine witnesses and clear the 
name of his client. He has to look into the statements of the wit- 
nesses and look for any contradictions that might be included in 
the text. With the right evidence in hand and the correct conclu- 
sions, completing this first mission isn’t hard. At the end of the 
successful trial, Mahoney once again leaves her magical book 
behind - and Phoenix Wright and his assistant Maya Fey get 
sucked in too, following the Professor into a new dimension. What 
adventures await this four-person team on the other side of the 
book? Only the Story Teller knows. 


NINTENDODS 


Professor Layton а the Curious Village 
NINTENDO DS, FEBRUARY 2007 
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The last journey for Professor Layton is 
upon us, as Hershel, Luke Triton and Emmy 
Altava get ready for their final adventure! 
The game was revealed in the Japanese 
Nintendo Direct presentation last August 29 
and was discussed by Level-5 CEO Akihiro 
Hino. According to Hino, it will be the last 
game to feature the good professor as the 
main lead - though the series might 
continue without him in the future. 
(Professor Triton, anyone?) 

The plot in Professor Layton and the 
Azran Legacies circles around the snow- 
filled city of Snowrassa, where the team has 
to investigate a "living mummy." Once 
there, they discover that the mummy in 
question is actually a girl. Her name is Aria, 
and she comes from an ancient race called 
the Azrans which lived there a very long 
time ago. After waking up from her 
slumber, it turns out that she's lost all of 
her memories and has no means of reclaim- 
ing them. It’s up to Layton and his friends to 
help Aria learn about the world once again, 
and discover the secrets of Azrans. 


This journey will take them on a global 
adventure as they try to figure out how the 
Azrans lived and the hidden treasures this 
special civilization holds. 

On their adventure, they will come 
across various characters from previous 
installments like Raymond, Luke's parents 
and Jean Descole. The gameplay will be 
similar to that of Professor Layton and the 
Miracle Mask, where Layton and Luke, as 
usual, have to solve a huge variety of 
brainteasing puzzles. They will also have to 
look around in various environments to 
find clues on where to head next in their 
adventure. By using their handy magnify- 
ing glass, they will be able to find the 
proper path no time. 

Professor Layton and the Azran 
Legacies will be available in Japan some- 
time later in 2013, though no specific 
details have been given. There are, outside 
of the name, also no further details on the 
localization of the title at this time — 
though Nintendo of America should reveal 
that information at or before this year's E3. 


How has Aria survived, encased in ice? Mysteries abound! 
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Trials and Tribulations 
NINTENDO DS, OCTOBER 2007 
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Professor Layton and the Unwound 


Future 
NINTENDO DS, SEPTEMBER 2010 
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Last SPECTER 


"A dark time is coming for our legal system. 
We have to set it right." Those words, 
spoken by Phoenix Wright in 20085 Apollo 
Justice: Ace Attorney, proved to be some of 
his last – as, after that cameo appearance 
in the game that replaced him as the lead, 
everyone's favorite finger-pointing lawyer 
disappeared for half a decade. Now, though, 
he's finally returning to the courtroom - 
because in addition to starring in the cross- 
over Professor Layton vs. Phoenix Wright, 
the Ace Attorney is also stepping back in 
front of the judge to fight injustice once 
more in his own all-new 3DS sequel. 

In his first case back from his extended 
sabbatical, our ace attorney will duke it out 
against the younger brother of Winston 
Payne - the elder used to be the opponent 
in older Ace Attorney games. Phoenix will 
have to defend a high school girl by the 
name of Shinobu Morizumi who is accused 
of planting a bomb to destroy one of the 
courtrooms at the District Court. Phoenix 
has the task to listen to statements from 
witnesses and find any contradictions along 
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the way. Іп Turnabout Countdown (Case #1) 
For example, Mr. Wright will have to 
question Barashima Shingo. He's a suspi- 
cious member of the local bomb squad 
who only talks through an electronic 
keyboard on his arm. 

Luckily, Phoenix Wright doesn’t have to 
do it all by himself, as a new partner steps 
in to save the day. Her name is Kokone 
Kizuki and she’s also a defense attorney, so 
she’s the perfect fit for helping Phoenix out 
on the case. She also apparently has a 
huge interest in winning every case 
possible, which makes her distinctly differ- 
ent from previous series partners. And she 
also wears a high-tech necklace equipped 
with a computer inside that tracks wit- 
nesses’ emotions - which will be a saving 
grace, for sure. 

With a 3D world, fully orchestrated 
soundtrack and animated cutscenes by the 
same people behind the animations for 
Professor Layton vs. Phoenix Wright, Ace 
Attorney 5 is shaping up to be a truly 
intriguing return to the courtroom. @ 
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Professor Layton and the Last Specter Professor Layton and the Miracle Mask 


NINTENDO 305, OCTOBER 2012 
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3DS NINTENDO GAME FREAK 
OCTOBER 


WE JUST PRESENTED the announcement of this next pair 
of Pokémon RPG adventures back in the News section, but 
there's no way we could leave Pokémon X Version and 
Pokémon Y Version out of the overall 2013 Year in Preview – 
because even from just the early glimpse we've seen, it's clear 


POKÉMON 
1. that this duo's release in October will b f the defini 
DUNGEON: GATES TO INFINITY ` ah 


PLATFORM: 3DS | PUBLISHER: NINTENDO | DEVELOPER: CHUNSOFT | RELEASE: MARCH It also lets us take a look at the first in-game screenshots 


DUNSPARCE IS A dope. I’ve said it for years. Ever since | for this all-new set of sequels. The shift to full 3D will clearly 
first encountered that goofy little non-evolving land snake be the biggest change, as the camera has been pulled down to 
in a Johto cave over a decade ago, I could tell he was just give you a new perspective on the Pokémon world. 

plain worthless. Now, the latest Pokémon title seems to 
finally acknowledge his lameness - because the adventure 
of Pokémon Mystery Dungeon: Gates to Infinity begins 
when a clueless Dunsparce gets himself tricked into getting 
lost in a cave. (A cave! I thought that was your natural 
habitat, you oddball.) 

It's up to you to rescue him, of course, and the latest 
installment in the on-going Pokémon Mystery Dungeon 
series gets under way. The expected upgrades meet you 
from the beginning here, as this is the first MD game to 
feature the Unova region monsters from Pokémon Black & 
White, so Snivy, Oshawott, Tepig and Axew join Pikachu as 
your options for starters. And since the series has now 
moved on to Ше 305, it's also moved on from 2D sprites – 
everything's polygonal now (which matches well with the 
stereoscopic depth added by the 3DS' unique display.) 

Some of the other enhancements are more behind the BBE 
scenes, but long-time players of previous Mystery ; 
Dungeons will be able to appreciate them. The Hunger 
mechanic has been pushed aside, for example - it now only 
appears in a few late-game dungeons, so you won't have to 
worry about keeping your monsters well-fed in addition to 
keeping them alive in combat. Moves can now level up, so if 
you're playing Snivy and you Vine Whip everything that 


The environments will invite exploration like never before, 
as the very nature of 3D and the new behind-the-back camera 
will let you look into the distance to see what's over the 
horizon. (No more having your field of vision locked to a 
birds-eye view of just the few yards surrounding your trainer.) 

Battle scenes will be where the view really gets dynamic, 
though, as they're no longer going to be just a static staring 
contest between two sprites on the screen. Rather, your 
monsters will dash, flip and even directly tackle their foes 
while executing the moves you command them to use. 
("Tackle" will actually make your Pokémon tackle! Not just 


taxa Lvl (HPBI/EL 


crosses your path, that Vine Whip's going to get more n 3 ie? gyrate in place a few pixels back and forth!) 
powerful over time (and any other Grass-types you've 5 ^ idm ня a Yes, Pokémon X and Y already have us sold. We can’t wait 
recruited will benefit from that too, as move experience is къси Шілоуо-лі to find out more in the months ahead, then finally get our 


shared). Not every bit of action takes place in dungeons = — hands on the finished product this Fall. - LUCAS 
any more, either, as Gates to Infinity expands the adven- 
ture's scope to include free-roaming outdoor areas too. 
Probably the biggest new feature, though, is the one ref- 
erenced by the subtitle — the new ability to open "gates" to 
new dungeons. You do this by pointing the 3DS camera ° 
at any circular object — a basketball, a globe - and = | 
the game will then toss you into a random Gate 
to Infinity challenge. 
None of which, by the way, will star that old ғ - 
slacker Dunsparce. But maybe, just maybe, “~N \ TN \ 


he’ll finally redeem himself when, after his rescue, қ C 
he joins your team. (But I doubt it.) - LUCAS 
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Wii FIT U 
PLATFORM: Wii U | PUBLISHER: NINTENDO | DEVELOPER: NINTENDO | RELEASE: TBA 


DESPITE ITS NAME, the Wii Fit series from Nintendo isn't just about keeping 
count of your calories or watching the widening of your waistline; it's also about 
some good old-fashioned arcade-style mini-game fun. In addition to the exercises 
and games from the two previous iterations, Wii Fit U brings the total up to 77 
activities spread across eight separate routines for players to enjoy. Some of the 
newer additions feel like they would be right at home in other titles, such as 
Nintendo Land or Game & Wario, including the water-pumping shooting game seen 
above. As you proceed to use the Balance Board to pump water and the GamePad 
to aim as you hose down muck-covered Miis, you almost get the idea that the devel- 
opers might have been thinking of Super Mario Sunshine. Meanwhile, there are 
some other activities that don’t seem to use the GamePad, instead relying on differ- 
ent combinations of the Balance Board and/or Wii Remotes, such as the recently- 
revealed Dance sequence. Nintendo has yet to give a firm release date beyond the 
first-quarter launch window, but it wouldn’t surprise us to see this one show up 
sooner rather than later - the first few months after a calendar flip are when most 
people are still trying to keep New Year’s resolutions to exercise more. - DAVID 
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Is finally ripe — and ready to offer 3 times the fun. 
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Pikmin was an oddity. Released in 2001 just after the 
GameCube launch, Pikmin was a hybrid of real-time 
strategy, puzzles and exploration. Players were 
tasked with hunting down enough parts from 
stranded space pilot Captain Olimar’s ship before 30 
in-game days elapsed and he succumbed to the 
deadly oxygen in the atmosphere. Using the unique 
properties of the titular Pikmin, the mostly defense- 
less Olimar had to defeat the native (and much 
larger) wildlife, destroy barriers, overcome obstacles 
and carry the wayward components of his vessel back 
to his derelict craft — and all before sunset each day. 
20045 Pikmin 2 retained the same gameplay but 
stripped away that time limit, instead focusing ona 
treasure hunt with a more relaxed pace. After return- 
ing home and discovering the freight company he 
works for is in massive debt, Olimar is charged to 
return to the Pikmin planet (heavily implied to be a 
post-human Earth) to salvage any "treasures" he can 
find. (Or, more accurately, discarded real-life objects, 
like Duracell batteries and Nintendo peripherals.) 


BATTERY 


YEAR IN 
PREVIEW 


Pikmin 2 also introduced Olimar’s bungling col- 
league Louie, and switching between the two to 
speed up tasks added another layer of depth to the 
multi-tasking adventure. 

Then the series went dark. Years passed with nary 
a mention of a sequel to these well-received gems, 
and fans were concerned they had seen the end of 
little Olimar's adventures. That was until after an oth- 
erwise disappointing showing for Nintendo at E3 
2008, where Miyamoto confirmed behind closed 
doors that his team was working on a new Wii sequel. 
Details were vague, but filled with the promise of a 
new title bearing the Pikmin moniker, fans eagerly 
awaited the release of Pikmin 3. And wait they did, as 
little info was given in the coming years and the esti- 
mated release slid further and further down the 
calendar, ultimately culminating in the announce- 
ment that the project was being moved to the Wii U. 
Now, nearly nine years since the last title in the 
series, we are on the cusp of the release for a true 
sequel. So, what can we expect from Pikmin 3? 


CONTROL POWER 


While information pertaining to Pikmin 3 has been 
somewhat scarce beyond an impressive showing at 
ЕЗ 2012 and some later footage during December’s 
Nintendo Direct, we do know that Olimar is no longer 
commanding the adorable plant armies as before. 
This time, an intrepid family of four have ventured to 
the Pikmin planet, and using the team together now 
plays a key role in solving many of the games’ 
puzzles. As the player can switch freely between the 
four adventurers, and as each can throw their coun- 
terparts as they would any normal Pikmin, puzzles 
can now be made up of several smaller problems that 
must be solved in turn, greatly increasing the poten- 
tial complexity of Pikmin 3’s obstacles. For instance, 
we have already seen from gameplay footage a 
number of tree stumps escalating in height, and the 
solution to scaling this otherwise insurmountable 
shrubbery is to gather all the crew at the bottom, 
fling the other family members up a step and then 
switch to one of those flung, repeating the process 
until one character is left at the top. 


Here’s a quick refresher on 
previous Pikmin, starting with 
Reds - they're good fighters 
and immune to fire. 
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Combining puzzles such as these with having to 
manage Pikmin accompanying the character, moni- 
toring other packs of troops on the GamePad 
mini-map and fending off the native fauna intent on 
eating the plant people all at the same time, it's clear 
that Pikmin 3 is shaping up to be a much more 
complex and difficult experience than previous titles 
in the series. 

Speaking of the GamePad, Pikmin 3 offers two dif- 
ferent control methods, both with their own inherent 
advantages. The game can be played entirely on the 
TV using a Wii Remote and Nunchuk controller — 
invoking the satisfying pointer controls present in the 
Wii's ports of Pikmin 1 and 2. The player can aim their 
Pikmin quickly and with greater accuracy than was 
previously possible with the buttons-only GameCube 
originals. However, those more comfortable with that 
older control scheme can opt to play Pikmin 3 using 
the GamePad's analog sticks, moving the player with 
the left and the Pikmin with the right. In either mode, 
the GamePad screen functions as an overhead map, 


Yellow Pikmin fly higher when 
thrown and resist electricity. 
They also wield Bomb Rocks, 
but that was just in Pikmin 1. 


useful for monitoring groups of Pikmin once sepa- 
rated and possibly the Wii U's first compelling use for 
the stand included with the Deluxe package. 

So we know that a family of four have visited the 
Pikmin planet, and we know how they control, but 

why are they there? Most of the gameplay footage 
and show demos task the group with collecting 
giant (compared to the Pikmin, at any rate) fruit and 
returning it to a base. While this could potentially 
indicate a food shortage on Olimar's home planet 
Hocotate instigating the adventure this time around, 
the information provided seems to imply that this 
fruit-gathering is only a component of Challenge 
Mode, and is not the bulk of the main game itself. As 
we have only seen Challenge Mode footage in any 
great detail, it is still unclear as to the purpose of the 
player characters' voyage to the Pikmin homeworld, 
although further real-world object scavenging 
(complete with flowery titles, such as "Flame of 
Tomorrow" for a box of matches, like Pikmin 2) would 
be more than welcome. 


Blue Pikmin are the aquatic 
variety, the only type able to 
venture through water without 
drowning. 


Possibly the most enticing aspect of a new Pikmin 
title is the possible introduction of new species of the 
eponymous creatures, particularly since Pikmin 2 
brought us both the mighty (although admittedly 
overweight) Purple variant, and its poisonous albino 
cousin the White Pikmin. While these two subspecies 
were conspicuously absent from any Pikmin 3 promo- 
tional material until just last month, they were seen 
іп December’s Nintendo Direct video. The Whites and 
Purples have probably just been pushed out of the 
spotlight to make way for the truly new arrivals – the 
Rock Pikmin. Somehow existing as a plant, animal 
and mineral all in one, the Rock Pikmin gives the 
portly Purples a run for their money in the weight 
department, and utilizing the heft of these craggy 
new companions will be key in solving a variety of 
both environmental and combat puzzles. 

From their initial reveal at E3 2012, Rock Pikmin 
have been shown as projectiles used to chip away at 
glass walls, which eventually give way to the barrage 
with impressive realism. Rock Pikmin also appear to 


The heavyweight Purple Pikmin 
can flatten foes with their 
impressive girth and carry 10 
times the weight of other types. 


be no slouches in combat, as the playable demo of a 
boss battle would indicate. The plantoid army is 
assaulted by a large blue insect-like creature adorned 
with a thick glass carapace, and any attacks from 
standard Pikmin harmlessly bounce off its hardened 
shell. Only through well-aimed throws of Rock Pikmin 
can the creature's armor be damaged, enabling the 
other variants to attack the creature once segments 
of the armor have been destroyed. As the Rock 
Pikmin understandably move slower than their 
nimbler brethren, this damage-dealing prowess is 
balanced by the difficulty in removing them from 
harm's way; therefore, while they're undoubtedly a 
necessity in some situations, relying heavily on Rock 
Pikmin against swifter enemies may prove to be a 
risky endeavour. 

Rock Pikmin may not be the only new recruits, 
however. While so far they are the only new variation 
of Pikmin officially confirmed by Nintendo them- 
selves, the end of the E3 trailer briefly showed a 
swarm of pink flying creatures that looked suspi- 


White Pikmin are scrawny and 
beady-eyed, but they can 
unearth buried treasures and 
poison foes. (If they're eaten.) 


ciously like winged Pikmin flying off into the distance. 
(They reappeared at the end of December's footage, 
too.) At this point, the details surrounding these 
potential Pink Pikmin are still up for speculation, but 
all the signs are pointing to these flyers becoming the 
seventh official variety of soldiers in the series. (Not 
counting the rare Bulbmin of Pikmin 2, of course.) As 
flying Pikmin could conceivably be thrown across 
large crevices and retrieve objects on the other side, 
their inclusion would make sense as a polar opposite 
to the slow and heavy Rock Pikmin, and could poten- 
tially offer further twists to environmental puzzles. A 
group of flying Pikmin could even be sent over a gap 
to build a bridge from the other side, allowing the 
player and his grounded allies to cross unhindered. 
Again, this is all just speculation right now. But the 
inclusion of flying Pikmin could certainly add some 
verticality to the grounded series. 

Pikmin 3 releases worldwide this Spring, and while 
there are still many mysteries to be revealed, rest 
assured the Nintendo Force will rally together and 
carry back any info we uncover in the meantime. @ 


Alongside the fully-unveiled 
Rock Pikmin above, all signs are 
pointing to flying Pink Pikmin 
becoming the next new variety. 
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CROSSING: NEW LEAF 


k. М... 
3DS NINTENDO NINTENDO EAD Q22013 
YOU'RE THE MAYORI After over a decade of living as a simple, common citizen in this series' virtual villages, Animal 
Crossing: New Leaf finally lets you command some real power in civic affairs. You become the mayor of your town shortly 
after your arrival, and this new dynamic will impact how you play considerably. Perhaps you'll thrive in the role, becoming 
a true champion of the (animal) people? Or perhaps you won't want the responsibility, and you'll leave your town's 
citizens leaderless. (That's certainly possible in New Leaf, but you would limit yourself if you shirked all your duties.) 
That's because by helping your villagers out, you can earn points that will expand the game further and further. It will 
allow you to choose from a wide variety of objects to build that will help you to make your town unique. Think of camping 
sites, additional bridges, fountains and classic buildings 
like Booker and Copper’s police station. Later on, if you 
perform well, you'll be even allowed to set the hours of 
the stores in your town, so that you can best fit your New Leaf experience into your personal schedule! 
Customizable opening and closing times aren't all that’s new in shopping for this sequel, as the 
variety of vendors has increased as well. You certainly remember the Able Sisters’ shop, where you 
used to buy all of your clothes. In New Leaf, however, you can shop at the new Shoe Shank store and go 
even crazier with various boots, shoes and socks for your character to wear and be all fancy with. 
Another example is the Relaxation Salon, a dream parlor that allows you to randomly visit other 
people’s towns online and explore the ways they’ve run their own towns. 
Finally, you can also travel to the tropical shores of a very special island for a bit of vacation time - 
where you'll find none other than Tortimer, Animal Crossing’s original mayor, enjoying his retirement. 
And while you’re there, why not thank him for stepping aside? Because being mayor rocks. - DAAN 


PLATFORMS: Wii U, 305 PUBLISHER: CAPCOM 
DEVELOPER: CAPCOM | RELEASE: MARCH 

IT’S BEEN A long time coming, but Capcom's 
popular monster-slaying franchise will finally be 
making its way to both 3DS and Wii U this March 
in the form of Monster Hunter 3 Ultimate. An 
expanded port of the original Wii game, Ultimate 
features a host of new creatures to fight and over 
2,000 new armaments to forge, giving even 
veterans plenty to see and do in this adventure. 
While the portable version lacks the HD visuals 
and online support of its console counterpart, 
players will be able to share their save files 
between the two games, allowing you to continue 
the hunt even away from home. - KEVIN K. 
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YEAR IN 
PREVIEW 


ALI E NS: COLONIAL MARINES 


Wii U SEGA GEARBOX 
SOFTWARE TBA 


Gearbox President Randy Pitchford continues to assert that 
the Wii 0/5 edition of Aliens: Colonial Marines will be the 
best-looking console version, and from what we've seen, we 
believe him. The game will act as a true sequel to 19865 
Aliens film, placing the player into the boots of new leading 
man Cpl. Christopher Winter. The lengthy single-player 
campaign will be complemented by online multiplayer that's 
set to include an Aliens vs. Marines mode, with support for up 
to six humans taking on six xenomorphs simultaneously. 
GamePad functionality will also come into play with a feature 
Randy's clearly jazzed about - the Pad's screen will become 
your alien motion tracker. (Just like in the movie.) - EVAN 


PLATFORM: Wii U | PUBLISHER: NINTENDO | DEVELOPER: PLATINUM GAMES | RELEASE: TBA 


FORMERLY KNOWN AS Project P-100, this quirky action game seems more in line with director Hideki Kamiya's work on Viewtiful Joe than his more recent work on 
Bayonetta. The genre is hard to pin down on the game, though publisher Nintendo is calling it a "mass-hero action" game. Basically, you control a superhero who gathers 
together a group of civilians and turns each one into a weird superhero (one dons a toilet bowl costume). This mass of heroes is controlled with the Wii U GamePad, and they 
can merge their bodies together (somehow) to be transformed into things like a large fist, a giant sword or a gun ~ all so they can attack robotic aliens that are terrorizing the 
city. While the attacks seem somewhat normal (even if a mass of people gathered into a giant red fist is bizarre), the defensive abilities are truly odd. With the press of a 
button, the heroes turn into a giant piece of protective flan (the custard dessert). The abilities run on batteries, which are recharged slowly over time, and can be increased 
with pick-ups throughout levels. The GamePad is further used for puzzles, as the hero can enter buildings with interiors that only appear on the Wii U's handheld screen. 
Using the different information presented on the GamePad and the TV, players have to solve puzzles to progress through the game - a feature insinuated to be a recurring 
part of the experience. The Wonderful 101 also features crazy multi-tiered boss fights, references to other Platinum Games works, and a lovely sense of humor. - NEAL 
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Raymanss next hit was delayed by a season. But the limbless hero 
didn't miss the launch party - he's just fashionably late. 


BYCORBIEDILLARD |Ë PUBLISHER: UBISOFT DEVELOPER: UBISOFT RELEASE: FEBRUARY 2013 
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ubisoft's limbless hero has been a staple of video 
gaming since his first appearance on home consoles 
way back in 1995. While starting life as a gorgeous 
and highly challenging 2D platformer, Rayman has 
since seen himself taken into the third dimension for 
two sequels and then jettisoned to the backseat as 
his Rabbid friends took center stage in a few titles of 
their own. Ubisoft finally got the hint from fans and 
brought Rayman back to his roots for 20115 Rayman 
Origins release, and critics and gamers alike rejoiced 
to see the little guy regain his original 2D form. 

So what's a developer to do once you've given the 
fans everything they've been pleading for for years? 
You give them more, that's what you do, and that's 
exactly what Ubisoft has done with their Wii U sequel 
Rayman Legends. Not only will gamers get all of the 
same tantalizing platforming action found in Origins, 
they’re also getting it in full HD and featuring some 
of the most breathtaking visuals ever seen in a video 
game - not to mention a few exciting new twists for a 
little added punch. 

Rayman Legends picks up pretty much where 
Origins left off with its tantalizing blend of smooth 
platforming action and lush visuals. And now that the 
developers have the processing power of the Wii U at 


MURPHY 


This smiling, flying pixie toad fellow is 
Rayman’s new Wii U GamePad helper. 


their disposal, they don’t have to hold back at all. 
You're not likely to see a more jaw-droppingly 
gorgeous visual tour-de-force than the one found in 
Rayman Legends. Everything from razor-sharp sprite- 
work to absolutely lavish layers of depth going far off 
into the background is featured here. There are even 
some unfocused sprites in the foreground to give the 
visual presentation some added realism. In all 
honesty, there aren't many sections of the game that 
won't wow you from a graphical standpoint and it's 
clear that Ubisoft's UbiArt engine shines brightly on 
Nintendo's new console, especially now that Nintendo 
has finally embraced HD technology. 

Much like the visuals, it's clear that Ubisoft put 
some significant time into the musical score of the 
game and it pays off big once you hear some of these 
amazing orchestrated tunes inside of the game's 
various levels. And if you think you were treated to a 
wide variety of musical styles in Origins, wait until 
you get a load of the diversity and span of the 
musical flavors found in Legends. It's quite nice to see 
a developer put the same effort into the audio 
package as they afforded the graphical experience 
for a change. 

Now, we've talked about the game's incredible 
visual display and epic soundtrack, but what about 
the gameplay? Well if you thought Rayman Origins 
was chock full of challenging 2D platforming action, 
you're in for a treat as the developers have kicked 
things up a few notches for this sequel. All of the 
same run, kick and punch gameplay returns, but the 
level design is even more intricate and mesmerizing 


BARBARA 


Player 3 isn't stuck with a Teensie any more 
as Rayman's new ax-wielding ally debuts. 


this time around. Even with a mere three levels on 
hand to demo, it's still clear that Ubisoft wasn't ready 
to rest on its laurels with Origins and wanted to do 
something special and unique with their first Rayman 
release on the new Wii U console. 

For starters Ubisoft took the single-player 
gameplay engine and inserted some rather cool Wii U 
exclusive controls to take advantage of the console's 
controller. Now not only will you have to use the 
GamePad's touchscreen to manipulate sections of 
certain levels using Murphy, but you can also hand 
the controller over to another player to do it for you 
while you navigate your way through some of the 
trickier levels in the game. It might seem like a 
tacked-on addition, but once you experience the 
many gameplay variations Legends has to offer, you'll 
realize just how much time and effort Ubisoft put into 
the experience. 

Just from early experiences with a few of the 
game's levels, it's easy to see that Ubisoft wanted to 
give each level its own look and feel. Levels like 
Trouble with the Teensies offer up an engaging mix of 
standard platforming along with using the Wii U 
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GamePad touchscreen to manipulate platforms and 
enemies, whereas levels like The Toad Show stick to 
a more traditional 2D Rayman platforming formula. 
There's even an ode to the music/rhythm genre with 
the wild and out-of-control Castle Rock level. This 
one is all about running all-out and executing jumps 
and kicks to the rhythm of the rock track playing off 
in the background. It doesn't hurt that the level is an 
absolute laugh riot either. 

Another aspect of the game that should keep 
things interesting is the variety of playable charac- 
ters. Not only can you take control of Rayman, but 
also Globox, and the axe-swinging Barbara, and a 
couple of the Teensies. While each character does 
feature their own unique moveset, you'll find that 
they pretty much mimic Rayman's skills, albeit with a 
few new animation twists. They're certainly not as 
imaginative as the touchscreen-controlled Murphy, 
but they at least offer a nice change of pace from 
constantly maneuvering Rayman around. 

With the rage of multiplayer platforming going on 
right now, it's no surprise to see Rayman Legends 
continuing the tradition of its predecessor. While we 
haven't seen a lot of the multiplayer action, we did 
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get to take it for a spin at E3. One level in particular 
allows one player to control Rayman playing in his 
normal platforming capacity and using the Wii U Pro 
Controller, while the second player takes control of 
the Wii U GamePad and uses Murphy to move plat- 
forms, take out enemies, and manipulate switches to 
allow the first player to progress safely through the 
level. At the very least, it was an interesting way to 
allow two players to tackle the game from two com- 
pletely different gameplay angles and proved to be 
quite a lot of fun as a multiplayer experience. 

From the moment you begin playing Rayman 
Legends, you know you're in for a real treat. The jaw- 
dropping visuals really bring the world of Rayman to 
life on-screen like never before and when coupled 
with the responsive play controls and intricate level 
designs, it's a platforming adventure worthy of the 
game's name. There's still a lot we don't know about 
Rayman Legends, but it's going to be a lot of fun to 
discover all of the new goodies once the game hits 
store shelves in North America on February 26. Until 
then know that Rayman Legends is so far everything 
fans of the series, especially Rayman Origins, could 
want in a sequel - and quite a lot more. @ 
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Many early adopters of Nintendo's Wii ü 
were more than a little upset at the delay 
of Rayman Legends, as it was originally 
scheduled to arrive on Day 1, alongside the 
system, and plenty of fans were planning 
to make it their first purchase for the new 
console. Just to remind you that a push 
back from November to February isn't all 
that bad, though, consider the example of 
the 305 version of Rayman Origins - which 
was delayed for nearly an entire year in 
North America. It finally arrived on 
November 6, 2012 after the various console 
versions had shipped to stores on 
November 15 of 2011. Enduring delays is 
just a part of being a Nintendo fan, it turns 
out. (Let’s just hope that Ubisoft doesn’t 
announce a 3DS version of Rayman 
Legends in development and get our hopes 
up. It wouldn’t come out until 2018.) 
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We're wrapping up our look into the future with some wishful thinking. 
These games aren't confirmed, may not even be at all likely. 


But hey. We're dreamers. 


DISHONORED 


PC, PS3, XBOX 360 BETHESDA SOFTWORKS 
ARKANE STUDIOS OCTOBER 2012 


I'M NOT NORMALLY one to hope for ports (I'd much rather developers 
support Nintendo with original content than with hand-me-downs from other 
consoles), but the release of titles like Assassin’s Creed III and Batman: 
Arkham City - Armored Edition as part of the Wii u launch lineup has opened 
the door to more multiplatform possibilities than a Nintendo console has 
seen in generations – and, knowing that, I'd really like to see Dishonored 
make its way to Wii U sometime this year. The Big N could always use more 
mature titles to stymie its kid-friendly (or is it casual-friendly now?) image, 
and a major release like Dishonored would go a long way in solidifying its 
new system as a legitimate gaming platform. 

Unlike some other Wii U ports, I think Dishonored would actually benefit 
from sparing use of the GamePad's features; at most, the touchscreen could 
display a map of your current location, which would make navigating the 
game's world a whole lot easier (and save gamers the trouble of purchasing a 
separate map application on their smartphones). Throw in optional Off-TV 
Play, and the title would be right at home on Nintendo's console. 

Here's hoping Bethesda feels the same way. - KEVIN K. 
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YOSHILAND 


Wii U? 3DS? NINTENDO 
2012? 


GOOD-FEEL? 


RECENTLY, A LOT of rumors have been floating around about everyone's 
favorite insatiably hungry frog-tongued dinosaur, and one of my big hopes 
for 2013 is that we'd just get a definitive word on what really is coming up 
next for Yoshi. 

The rumors started circulating about a year and a half ago, when the 
popular whisper was that a new 3DS Yoshi game was in the works at 
Good-Feel — the same studio responsible for the superb Kirby's Epic Yarn and 
Wario Land: Shake It!. It made sense, as Good-Feel would seem like a good fit 
for Yoshi and his 2D platforming past. A new, stylish take on Yoshi’s Island 
would be more than welcome. 

The rumor then went a different direction in the wake of the Wii U launch, 
as a few retailers went live with an inventory listing for "Yoshi Land" – but as 
a Wii U title now, not 3DS. So, what's the truth? Still hard to say, but I’m 
hoping that, if Yoshi Land is real, we'll get some official info soon. - LUCAS 


КЕТКО 5 NEXT PROJECT 


RETRO STUDIOS HAS a perfect track record with some of Nintendo's biggest franchises — Metroid, Donkey Kong and Mario 
Kart. Most predictions place the Texas-based developer behind the visor once more to develop another adventure for Samus Aran. 
But that's not what I personally want (though I'd still gladly welcome the game with open arms). To start, Retro's next game will 
receive a big spotlight at E3 in June. The team hasn't had a release (discounting its help with Mario Kart 7) since 2010 with Donkey 
Kong Country Returns, so three years is more than enough time to unveil a title for the holiday season. And instead of a well- 
known franchise, | see the esteemed gamemakers showcasing something like a StarTropics reboot, or an entirely original IP — 
either based in the action-RPG genre. Nintendo needs new properties, especially in the HD era. Who better to create a memorable 
character and elaborate world than the technical and artistic geniuses at Retro Studios? The team knows how to fully flesh out a 
universe - whether realistic or fantastical - and they possess the knowhow to thrive in a wide range of genres. Let that talent flex 
their muscles and blow away fans with the unexpected. Or, just bring back an arguably forgotten franchise with the studio's own 
style. That'd be fine too. (Come on, StarTropics!) No matter what, my eyes and ears await the next game from Retro Studios. And 
my gut tells me 2013 is the year the development house will showcase its killer app for Wii U. - EVAN 


RETURN OF THE GAMECUBE 


THE NEW Wii U eShop impressed me at the system's launch with a strong initial 
lineup of downloadable titles and the Nintendo console debut of full retail releases 
made available digitally too – but there was still something missing. The Virtual 
Console. Nintendo has so far said nothing about whether a new Wii U VC is on the 
way, or made it possible to play older Wii VC titles naturally through the new system 
(you have to go through Wii Mode and emulate the old hardware, which is a hassle.) 
So another of my wishlist items for 2013 would be the establishment of the next gen- 
eration of the retro gamers' favorite service, the Virtual Console. 

With GameCube titles leading the re-launch. It's been another subject of rumor for 
too long, and it needs to become a reality — the catalog of great Nintendo titles from 
the good old purple lunchbox needs to make an encore appearance, as digital down- 
loads, playable with (and on) the Wii U GamePad. 

It's the perfect time for the GameCube to return, too, because 
we've just finished previewing two of 2013's biggest upcoming 
games - Luigi's Mansion: Dark Moon and Pikmin 3 – whose < 
series were first founded alongside the Cube's launch 
over 11 years ago. Re-releasing the original Pikmin зе 
and Mansion titles via Wii U would be a great way 
to promote the new installments. 

And, after that, the rest of the Cube’s hits 
could roll out over time too. The Wind Waker, 
Super Mario Sunshine, Metroid Prime ... let’s see 
them all make a comeback, Nintendo. Starting this year. - LUCAS 


METAL GEAR SOLID: GROUND ZEROES 


PLATFORM: PS3, XBOX 360 | PUBLISHER: KONAMI | DEVELOPER: KOJIMA PRODUCTIONS | RELEASE DATE: ТВА 


WHEN YOU THINK of big budget games and big-name developers, it’s hard not to come up with Hideo Kojima. Kojima 
has been behind the Metal Gear series for almost his entire career, which has lead to the series becoming one of the 
biggest and most well-known to gamers around the world. While some people may gripe about the franchises’ lengthy 
cut-scenes and obscure plots, there’s no denying that Metal Gear games get the gaming population at large quite 
excited. That excitement is starting the slow boil that Kojima loves to build with the series’ next installment, Metal Gear 
Solid: Ground Zeroes. 

In typical Kojima fashion, we've only seen snippets of just what this game is about. We know that Big Boss returns as 
the main character, but just what he’s doing remains a mystery. We also know that Ground Zeroes is set to take the 
Metal Gear series into new territory. The game will feature a much more open environment to play in, taking inspiration 
from open-world games that dominated this generation. Gameplay mechanics like a real-time day/night cycle and the 
ability to create your own weapons/items only help to further a series that is already known for pushing boundaries. 

The Metal Gear Solid line of Kojima’s adventures hasn’t appeared on too many Nintendo platforms, but that changed 
with the recent port of Metal Gear Solid 3: Snake Eater to 3DS. One would hope that this is some indicator of future 
tactical espionage adventures hitting other Nintendo platforms, like Wii U. | mean, who wouldn’t want to hide Big Boss G 
under a box and sneak around using the Wii U GamePad screen as your in-box window view?! Throw іп а few hidden = 
Yoshis and we've got ourselves a must-have! - KEVIN C. 
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In perhaps the most dynamic and visually astonishing boss battle 
in a game overflowing with contenders, Yoshi and Baby Mario are 
flung into space to battle a big, bad bird on a tiny planetoid. As 
they run in frantic circles trying to gain position and ground- 
pound posts into Raph's bulbous bottom, the half-stars, half- 


Sees. clouds background spins wildly behind them. It’s unforgettably 
SNES, 1995 dizzying, and to this day ІЛІ sometimes still fire up my Yoshi's 


Island cartridge Just to replay this one fight. - LUCAS 
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Like Father, Like Son 


GOOF TROOP 


BACK IN THE early '90s, for 
some reason, Disney thought it 
seemed like a good idea to make a 
cartoon about Goofy as a single 
dad. This show, Goof Troop, ran for 
65 episodes from 1992 to 1993 and 
managed to spawn a Capcom video 
game on the Super Nintendo. 
Oddly enough, the game was 
developed by Shinji Mikami, right 
before he went on to create 
Resident Evil. And even weirder: 
Goof Troop on the SNES features 
some gameplay elements that 
showed early signs of Mikami's 
predilection to survival horror. 

At its base, Goof Troop is a 
level-based 2D Zelda. As Goofy or 
his teenage son Max, players have 
to solve puzzles and deal with 
enemies on their way to the boss 
of each level. The kicker is that the 
Goofs don’t have any default 
weapons. At the outset, Goofy and 
Max are powerless. As players 
explore the island locale, they'll 
find a wide variety of items that 
can be used to progress and defeat 
enemies. For example, a grappling 
hook can be used to knock back 
enemies or cross gaps, and a bell 
lures enemies into traps. If you're 
playing by yourself, you can only 


Virtual 
Console 
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EATHWATCH 


The Wii VC lineup is shrinking, as several classic games 
available on the service have begun to disappear without 
warning. Here are just a few of the latest victims. 


carry two items at a time, parallel- 
ing the item restrictions in 
Resident Evil games. 

Goof Troop can also be played 
cooperatively, and, in that mode, 
each player can only carry one 
item. Cooperation is absolutely 
paramount then, as you'll often 
need to make regular use of two 
items to progress. The puzzles are 
surprisingly devious at times, 
though the experience is ulti- 
mately fairly short and easy. 

This game, one of two Disney 
games Mikami worked on (the 
other was Aladdin on the SNES), 
doesn’t even really make use of 
the Goof Troop license. The only 
references to the series are in the 
character designs and the story, 
which involves Goofy and Max 
saving Pete and P.J. from pirates. 

Regardless, Goof Troop is a very 
good game that has an interesting 
place in gaming history. This game 
was more or less the birth of one 
of the industry’s greatest design- 
ers, and, in a way, it serves as the 
father of the Resident Evil series. | 
guess Goofy worked out as a dad 
after all. - NEAL 


PUBLISHER: CAPCOM 
DEVELOPER: CAPCOM 
RELEASE DATE: JULY 1993 
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Balloony Tunes 


BALLOON FIGHT IS perhaps one 
of the most overlooked classics in 
Nintendo's arcade and NES library, 
and serves as an excellent example 
of a pure, nearly perfect video 
game. Granted, there is no story 
(though you're free to come up 
with your own, as some have), just 
а very clear objective: pop every 
balloon you see and send the 
Birdmen tumbling into the fish- 
infested waters below. While the 
gameplay is inspired by Midway’s 
Joust, Balloon Fight improves on it 
in a couple of different ways. The 
first is that your target is much 
clearer, and the second is that a 
"turbo" flap button is offered, 
which allows for more airtime (an 
idea which would be implemented 
in Joust 2 two years later). 

Like Joust, a second player can 
join in for simultaneous play, and 
the two of you can work either 
together to clear each stage of the 
persistently pesky Birdmen, or 
competitively, popping each 
other’s balloons as well as those of 
your enemies in order to score 
more points. Unlike Joust, there is 
an added bit of depth provided by 
the two balloons hanging off each 


player’s back; with two, you have 
greater control of your Balloon 
Fighter, but if one should pop, the 
mechanics change slightly and 
you’re forced to accommodate. 

In addition to the 1- and 
2-player modes, there is a third, 
which is perhaps what Balloon 
Fight is most remembered for: 
Balloon Trip. This mode sees the 
screen auto-scroll from right to 
left as you dodge electrified 
obstacles and avoid dipping too 
close to the water, all while you 
attempt to pop as many floating 
balloons as possible with the 
single, one-hit life you're given. It's 
Balloon Trip which not only 
provides the classic tune by 
Hirokazu "Hip" Tanaka for which 
the game is known, but also served 
as the basis for a Game Boy 
sequel, Balloon Kid, as well as one 
of the attractions, "Balloon Trip 
Breeze," in Wii U’s Nintendo Land. 

Balloon Fight is available on the 
Wii VC for 500 Wii Points, though 
early 3DS adopters also received it 
as part of the special Ambassador 
Program, so a widespread release 
there may be on the way. - DAVID 
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A Question of Restoration 


TIME FOR A confession - I’ve never 
finished Zelda II. Shocking, | know! I 
call myself a Nintendo fan, et cetera, 
et cetera. I’m sure half of you are 
now tossing this magazine in the 
garbage in disgust. 

But just wait! Just give me a day or 
two, and a bit of free time, because 
this box long left unchecked on my 
list of required gaming accomplish- 
ments will soon be a problem no 
longer. Because, bless them, the Big 
N has just delivered the 3DS Virtual 
Console version of this relentlessly 
challenging classic. That means I'll be 
able to knock out a victory over 
Ganon's forces with no more trouble. 

Thanks to Restore Points. 


PUSH START 


OK, now I’ve gone and disgusted 
the other half of you, right? Because 
it wouldn't be a real victory if | just 
Restored my way through the final 
battle, right? Well, | don’t know. 

To get anyone up to speed who's 
unaware, the 3DS VC editions of retro 
classics like Zelda Il, Mega Man, Ninja 
Gaiden and all the rest include an 
option to save your progress at any 
time. These Restore Points function 
just like the save states that PC emu- 
lators have included for years - in 
that you're essentially given infinite 
chances to clear any challenge. 

Say you're about to enter a boss 
battle. You know it's going to be a 
tough fight, and you're probably not 
going to win in your first attempt. 
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well, you set up a Restore Point just 
before walking into the boss room - 
then, if you do fail, you can simply 
Restore and basically rewind time, 
taking yourself back to before you 
walked into that room in the first 
place. Restore Points won't win the 
fight for you, but they can eliminate a 
lot of the frustrations and conse- 
quences of failure as you trial-and- 
error your Way to success. 

In a game like Zelda II, this feature 
could be invaluable — because Link's 
only got three lives to start, and he's 
flung back across Hyrule with his 
experience points erased if the Game 
Over screen ever appears. But, using 
Restore Points, you could ensure you 
never see that looming, smug Ganon 
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lording over your failure again - and 
prevent the tedious grind of collect- 
ing more XP if and when Link falls. 

In the notoriously difficult first 
Mega Man, Restore Points can take 
the place of passwords. In Ninja 
Gaiden, Ryu can reset again and 
again until he succeeds. We men- 
tioned the feature in almost all of our 
3DS VC reviews earlier in this issue. 

But the question remains - is a 
victory valid in these old games if you 
utilize this new feature? Or should 
you have to earn that credits 
sequence the old-fashioned way? | 
don't know my answer, but I'd love to 
hear yours. Share your thoughts via 
social media and we'll print the best 
responses in Issue #2. - LUCAS 
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SUPER MARIO BROS. 2 
NES, 1988 


A quarter-century after his/her/its debut, one of Nintendo's 
most confusing recurring characters is still a bit hard to define. 


SUPER NES, 1995 

This Square Enix-developed RPG is filled 
with so many unique, original bosses that 
it actually becomes entirely unexpected 
to see a familiar face — but that’s what 
happens when, late in the quest, Birdo 
hatches from a huge egg and attacks. 


GAME BOY ADVANCE, 2001 

If you're wondering why our first pick 
for Birdo's highlight reel wasn't the 
original NES version of Super Mario 
Bros. 2, it's because this GBA remake 
of the same adventure gave us a bolder, 
brighter edition of her first face-offs 
against Mario and his friends — and it 
also exclusively featured the huge 
mechanical menace built in her likeness, 
Robirdo. 
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NINTENDO GAMECUBE, 2003 

Birdo primarily served as Yoshi's tag-along 
racing partner in her Mario Kart debut, 
but true fans could kick the green boy to 
the curb and pursue all-pink girl power 
thanks to Birdo's own unique ride, the 
face-shaped Turbo Birdo. 


5 Rekindles her connection ».0 
Takes up tennis, s А де 
паре Toad drive ANA seems to get енені ы 
Wario out of the : quite affectionate a continued partnership, ж) 
peaceful Forest ee gg this time on the kart — , 
ç partner, Yoshi... _ J | ) 
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beaten by her speaking the language of love? | „but is next seen | Gets arrested for 
own eggs in declaring her devotion со Leia etl 
her debut — К, ај a to some thief in the è 
and everyone р ВеапВеап Kingdom 
gets her пате instead. 
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NINTENDO 3DS, 2012 

This latest sequel to the series that 
served as Birdo's first step into Mario 
spin-offs once again allows the bow-clad 
egg launcher to step out onto the tennis 
court, but then it goes a step beyond 
even that for the most diehard Birdo 
aficionados — with the full Mii character 
body suit Birdo costume. 


A big red bow is 
Birdo’s signature 


fashion accessory, 
despite the fact that 


she has no hair. 


in the games after she first met Yoshi. 


Gamers in America were a bit 
confused as to what to call 
this character back in 1988, 
as the original NES version of 
Super Mario Bros. 2 swapped 
а couple of enemy names in 
its credits sequence by 
mistake — Birdo was labeled 
as "Ostro" instead. (While the 
real Ostro, an ostrich foe 
ridden by Shy Guys, got the 
Birdo name.) It gets even 
weirder when you take Birdo’s 
Japanese origin into account, 
as in Nintendo's home country 
this character was first called 
"Catherine." And back in 
America, the official SMB2 
instruction manual offered 
yet another name, as it 
claimed that she wanted to 
be called "Birdetta." 


Birdo brings the bling with her diamond ring, 
but she didn’t always have it — it only appears 


“You're just too... CUTE!” 


Though she’s always 
depicted with a pink 
complexion these days, 
Birdo first appeared in 
a variety of colors in 1988. 
Red Birdos attacked 

| Mario with fireballs as well 
as eggs, while Green Birdos 
shot only fireballs! 


SUPER NES, 1995 


Birdo's infamous, 
cavernous snout is 
an endless egg 
launcher. Bad if you 
get her angry, good 
if you forgot to go 
shopping for 
breakfast supplies. 


< Ostro 


6 He thinks he is a 
girl and he spits 


Р eggs from his 

v TA. mouth. He'd rather 
2 се be called 

ze & “birdetta."" 


Even more bewildering than pinning 
down Birdo’s correct name, though, 
is establishing Birdo's proper gender. 
While she's commonly referred to as 
female in North America, Japanese 
gamers consider Birdo to be a boy — 
just one who prefers to act like a 
girl. The American instruction manual 
for Super Mario Bros. 2 actually sides 
with Japan's point of view, saying "He 
thinks he is a girl and he spits eggs 
from his mouth." Mostly recently, 
the debate took center stage in a 
mission of the Japan-only 2008 Wii 
game Captain Rainbow. There, the 
hero was tasked to determine once 
and for all if Birdo was a boy or girl. 
The verdict? Female. (Which really 
just makes things more confusing.) 


ee : 
эй. ЭЖ 2 эй. эй. 


Ор, Up, Doan Down... You Remember the Rest 


KONAMI 
FEBRUARY 1988 


Mario's milestone took center stage 
in 2010. Zelda hit the same lofty mark 
in 2011. Castlevania, Metroid and 
Mega Man have all followed along 
through 2012, and, now that the 
calendar's flipped us into yet another 
new year, we're going to have a lot 
more 25th anniversaries to recognize. 


DATA EAST 

JANUARY 1988 
Also turning 25 is the 8-bit debut of one 
Jinborov Karnovski, a Soviet Union 
strongman who, at one time, was the 
closest thing that third-party company 
Data East had to a mascot. Karnov's a 
tubby fellow who's been known to 
breathe fire and tangle with dinosaurs, 
and you may have seen him pop up in a 
cameo or two in other games over the 
years - but his series never thrived. 


Contra takes command of this 
latest batch, as it was 25 years ago in 
February of 1988 that Konami first 
unleased this absolutely sensational 
action classic, almost as a gift to 
those of us lucky enough to be 
growing up with an 8-bit NES console 
as the centerpiece of our childhoods. 
Indeed, it's a safe bet that most 
everyone who was alive and gaming 
in the '80s remembers Contra and 
has played it to death. 


TAITO 
JANUARY 1988 


TECHNOS 


Anyone who's ever enjoyed a brawler 
owes Renegade at least a bit of grati- 
tude, as while this particular game was 
hard to control and generally rough 
around the edges, it provided the 
template for later classics to build on — 
like Double Dragon and River City 
Ransom. A 3DS remake of Renegade 
debuted in Japan not too long ago, but 
it seems unlikely to see our shores. 


To 30 deaths, most likely, as this 
side-scrolling run-and-gun was the 
most popular game to play host to 
Konami's infamous cheat code, which 
boosted your available lives from an 
impossibly-low 3 to ten times that 
amount - actually making the game 
completable. (Some have managed to 
see the credits using just the trio of 
standard tries, but | believe they may 
be wizards.) One-hit kills defined this 
brutal assault on Red Falcon. 


NINTENDO RARE 
FEBRUARY 1988 

Way before Rare would go on to 
become a household name for 
Nintendo fans with Donkey Kong 
Country, Killer Instinct and GoldenEye, 
the Stamper brothers' team provided 
NES owners with an enjoyable little 
racer focused on remote-controlled 
cars. The controls and 3/4 perspective 
took some adjustment, but if you put in 
the effort, this was 8-bit racing gold. 


Co-op play was even more of a 
factor in Contra's popularity, though, 
as few titles on the NES, to that point, 
allowed you to run, jump and blast 
aliens alongside a friend. It was an 
unforgettable experience, and one 
we'd love to experience again — but, 
oddly, Konami's kept this original 
Contra under lock and key. Even as its 
sequels hit the Wii VC, it's never 
appeared. Alas. Maybe, someday, 
Lance and Bill will return. - LUCAS 
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FEBRUARY 1988 
T&C was one of those games that I 
think every NES-owning kid rented 
from the video store at least once - but 
nobody seemed to actually own a copy. 
That was OK, though, as its two events 
- surfboarding and skateboarding – 
could both properly be enjoyed in one 
afternoon's time. The game must have 
had some sales, though, as Thrilla the 
Gorilla went on to headline a sequel. 


A VACATION WAS SUST WHAT І \/ 


NEEDED, BUT TM READY ТО 
GET BACK TO THE 
MUSHROOM KINGVOM! 


ZO LONG, EVERYBOVY! 
SEE YOU NEXT TIME! 


COMIC BREAK 


YOU 2AYV 1T, 
BRO! AFTER 2 
WEEKS, PULL BET 
WELL HAVE A 
MILLION CANS 
WAITING FOR US! 


JANUARY/FEBRUARY 2013 57 


COMIC BREAK 


WEITTEN BY DAVID OXFORD 
ARTWORK BY MARK KELLY 
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M-M-MARIO? MAYBE SOMEONE I'M МОРЕ WORRIED ABOUT THE WAY 
MESSED WITH THAT EVERYONE 15 ACTING... 


PIPE'S PLUMBING? 
WHAT 16 THIS WHY 16 EVERYONE AFRAID OF US? 


Р АСЕ? 


UH, PRINCESS? 1 THINK WE | 
WAVE BIGGER THINGS TO журе COMNG е 
WORRY ABOUT RIGHT NOW! ‚ TOO! 
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DON'T WORRY, PRINCESS! 
WE WON'T LET ANYONE 
THROUGH! YOU'LL BE 

SAFE AS LONG AS YOU 
STICK WITH US! 


AHAHAHA 
HAHA!!! 


І WAS WONDERING IF YOU WOULD 
EVER SHOW UP! ANV NOW THAT YOU 
HAVE, 1 FINALLY HAVE EVERYTHING Т 
NEEV TO MAKE MY CONTROL OF THIS 
KINGVOM ABSOLUTE! 


THE ZEST OF YOU, І 
HAVE OTHER THINGS TO 
ATTEND TO! 


LUDWIG, MAKE SURE 
THEY DON'T GET OUT 
OF HERE ALIVE! 


COMIC BREAK 
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GOING £O SOON? I 
DON'T THINK eO... 


IT'LL TAKE MORE THAN YOUR 
TIN-PLATEV TOAVIES TO STOP US, 
LUDWIG! 


THAT WASN'T 20 ВАР! 
WHO'S NEXT? 


KOOPATROLS! 


SHOW THESE TWO 
BUMBLERS THEY 
AREN'T AS SHARP AS 
THEY THINK THEY ARE! 


MAKE SURE 
THEY GET THE 
POINT! 


LUIGI! WHAT ARE 
YOU VOING?! 


COMIC BREAK === 


MARIO, JUST LOOK 
AT THOSE THINGS! 
WE'D NEVER GET 

PAST THEIR SPIKES! 


EVEN IF WE DID, 
THEY WON'T BE 
ANY EASIER ТО 
STOMP THAN 
THOSE 
GOOMBAS! 


y 4 To be continued... 
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It’s an annual tradition, at the beginning 
of each new year, to look back across 
the previous 12 months and honor the 
very best games with Game of the Year 
awards. And even though this is just our 
first issue, there's no way we're missing 
out on upholding such a tradition. 


So take a look at our nominees for the 
best games of 2012 across all of 
Nintendo’s active platforms. Then visit 
the Nintendo Force Facebook page to 
cast your vote as polls go live one at a 
time through the end of February. 
(You'll also find more awards categories 
there, like Download of the Year, Best 
Graphics and more.) 


You're the ones who will determine the 
winners, not us! Well unveil the results 
in our next issue. Get voting! 


REVIEWS 


` Get read 


to clash! 


The epic battles of Fire Emblem: Awakening ring in the new year. 


The Fire Burns 
Once More 


FIRE EMBLEM: AWAKENING on the 
Nintendo 3DS marks the series' tenth anni- 
versary in the West, as later this year we'll hit 
one full decade since this series first showed 
up on our shores with 2003's Fire Emblem for 
the Game Boy Advance. This brainchild of 
Nintendo's acclaimed Intelligent Systems 
development team has been around for much 
longer than that, of course, as the franchise’s 
first ever release came to Japan’s 8-bit 
Famicom way back in 1990. That brief history 
lesson is a good way to open this review of 
the series’ latest sequel, too, as most Fire 
Emblem games have quite a few things in 
common, so players of past titles might have 
established expectations going into this one — 
but Fire Emblem: Awakening actually ends up 
defining itself as an individual effort by doing 
things a little differently. (And its changes all 
work out for the better.) 

The story in the game circles around 
Chrom, prince of the kingdom of Ylisse and a 
descendant of one of the series' most notable 
previous protagonists, Marth. The country 
next to Vlisse, Plegia, has started to act in 
some suspicious ways - and the story follows 
a fighting force who call themselves the 
Shepherds as they try to figure out just what 
those Plegians are up to. 

At the same time, though, there's another 
story taking place that centers on an invasion 
- unholy creatures from another dimension 
are trying to enter and destroy the Ylissean 
kingdom. After a hectic, early battle, all 
seems lost — but, then, Marth arrives. 
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Well, he looks like Marth at least. The mys- 
terious masked swordsman appears out of 
the same portal used by the invading crea- 
tures and claims to be the very same hero of 
Fire Emblems past, but his true identity is 
quickly called into question - and he and 
Chrom quickly face off against each other. 

So what exactly is the relationship of 
"Marth" and Chrom, and why is this masked 
man acting so defensively all of a sudden? 
The way to figure it out is to play through the 
entirety of the story, which boasts 26 
chapters and 23 side stories, each one filled 
with trees of dialogue and a strategy map to 
play through. Some of the narrative bits are 
even told with fully rendered cutscenes, 
which make the tale more heartfelt and add 
to the charm of the overall game. 

Even before all of this story gets going, 
though, the game opens in a unique way - as 
you insert yourself into the story. You're 
allowed to create your own Avatar character, 
a feature that's all new for Western Emblems. 
Fire Emblem: Awakening features an array of 
customizable options for creating this "you," 
with a fair amount of hair styles, colors and 
voices to choose from - but this character 
creator does feel a bit restricted. As a result, 
other players' Avatars won't hugely differ 
from yours, which could cause some confu- 
sion in the StreetPass and SpotPass portions 
of the game, which allow you to duke it out 
against character teams from different 
players around the world. By winning these 
battles, you're able to add their Avatar to 


your roster of characters, leaving 
you, potentially, with a whole lot of "you" 
in your squad. 

From a gameplay standpoint, Awakening 
does a few things to encourage newcomers to 
hop into the action — players can now choose 
between Classic and Casual options, which 
alter the consequences of battle. In older 

Fire Emblem games, you’d lose allies for 

good when they were defeated in battle. 
This made the whole series intimidating to 
some and frustrating for others, as they’d 
constantly reset and replay fights to ensure 
their favorite characters always ended up 
alive. But now, in Casual mode, characters 
don’t die — they just sit out for the rest of the 
current battle if their HP falls to zero. (Game 
Over still appears if either Chrom or your 
Avatar get floored, however.) Both Classic 
and Casual have Easy, Normal and Hard 
settings, so you have the freedom to tweak 
the game to your personal liking. 

Another new element introduced is dual 
battling, which brings two characters along- 
side one another to fight together. By pairing 
characters in this way, they'll support each 
other in combat and slowly grow closer 
closer together storywise, too. They'll get 
involved in support conversations, in which 
they share their feelings, talk about their 
pasts and bond with one another. These 
friendships make the characters even 
stronger than they were before, and, some- 
times, you'll even end up orchestrating a 
marriage. With around 50 playable charac- 
ters on the roster, too, there will be plenty of 
potential combinations to keep you busy. 

Finally, a word on presentation. Visually, 
Fire Emblem: Awakening looks stunning. The 
3D rendered characters and scenes during 
battle are always lively, filled with rich 
details. The grid-based strategy scenes are 
certainly not unappealing to the eye, while 
the maps on the top screen are even more 
interesting - they share the same design 
mentality of the series' past titles and we 
couldn't be happier about it. During dialogue 
sequences, the character art of Yusuke 
Kozaki (No More Heroes) shines. The 
soundtrack is also well arranged, bringing a 
mix of both new and classic franchise tunes 
together that's worthy of an orchestra. 

Not many franchises find new ways 
improve themselves, especially after nearly 
25 years. Fire Emblem: Awakening does, and 
in doing so also solidifies itself as the best 
strategy experience to be found on 3DS. Both 
newcomers and seasoned Emblem veterans 
alike have a great time ahead with this fan- 
tastic start to Nintendo's new year. - DAAN 
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Frederick, you look so handsome NINTENDO 


today. І feel like a slob in comparison! 7% INTELLIGENT SYSTEMS 
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Fire Emblem: Awakening 
wont be burnt out at the 
end of its main storyline, as 
Nintendo’s set to release 
several DLC packages full of 
new missions throughout 
the rest of 2013. The DLC 
is split into two different 
categories: Another World 
Stories and Classic Maps. In 
Another World Stories, the 
game introduces new, riskier 
and more challenging situa- 
tions not available in the 
main adventure, while 
Classic Maps turn back the 
clock to revisit vintage sce- 
narios seen in early FE titles. 
These maps come complete 
with classic music and brand 
new dialogue trees, but their 
biggest draw may be their 
cameo characters - past FE 
heroes like Roy, Ike and Lyn 
will join your party and stick 
with you after you've won 


their DLC challenges. 
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Less Than Marvelous 


Ubisoft's Marvel Avengers: Battle 
for Earth is a weird fighting game. 
Based off of a Kinect game, it’s a 
behind-the-back tag-team fighter 
in which you execute attacks by 
either performing motions using a 
Wii Remote and Nunchuk, or use 
the Wii U’s stylus to trace shapes 
on the GamePad. It’s the most 
peculiar implementation of a dial- 
a-combo fighting system, as on the 
GamePad you can virtually just 
shift from button to button while 
tracing simple shapes to light up 
your opponent. 

Of course, as you progress 
through the game, you need to be 
smarter. And Avengers employs a 
rock/paper/scissors style of 
combat, with certain types of 
moves besting other types. While 
you can breeze through early 
fights by frantically tapping 
buttons, you have to wise up 
slightly if you want to triumph over 
the game's villainous Skrulls in its 
lengthy Campaign mode. 
Fortunately, the sizable tutorial 
allows you to experiment with the 
controls and every character's 
abilities so you know what you're 
doing. 

While the story isn't that devel- 
oped, it is inspired by the 2008 
Secret Invasion comic book story- 
line, which is more of a convenient 
excuse to make available the evil 
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Skrull variations of all the heroes. 
Still, the 20-character roster 
features pretty much anybody 
you'd want in an Avengers game. 
The movie cast is present, as are 
other big Marvel guns such as 
Wolverine, Spider-Man, Dr. Doom, 
and Magneto. While the characters 
don't really control differently, 
seeing their special abilities play 
out is almost always rewarding. 
When Hulk smashes, everyone is 
happy. You can unlock alternate 
costumes through gameplay, and 
also purchase more costumes as 
DLC. 

The game also features several 
multiplayer modes, but with the 
disparity between GamePad 
controls and Wii Remote and 
Nunchuk controls, it never seems 
totally fair, as the GamePad user 
has a distinct advantage. Still, if 
you just want to play as the 
Avengers and beat stuff up, Marvel 
Avengers: Battle for Earth does 
that. It might not be as deep and 
fantastic as the Marvel vs. Capcom 
series, but Battle for Earth can be 
a good time. (Though it is almost 
only fun if you're 


afan of the 
source material.) 
- NEAL 
UBISOFT 
UBISOFT QUEBEC 
TEEN 
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Get Your Kicks 


FIFA 13 on Wii U might be saddled 
with being built on the old FIFA 12 
engine, but the added Wii U func- 
tionality makes the system's debut 
Soccer experience one to pay 
attention to. The GamePad truly 
revolutionizes the way you can 
play the sport, as you can seam- 
lessly switch between controlling 
an individual player to managing 
the entire team - ranging from 
directing players to substituting 
them - using the second screen. It 
gives you a layer of control that's 
usually buried behind arcane 
menus and button presses in other 
soccer sims, and also presents it in 
an easy-to-use manner. 

The GamePad controls even 
borrow innovations brought to last 
year's 3DS entry, as players can 
use the touchscreen to pick the 
area of the goal they want to aim 
for while shooting. That doesn't 
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totally alter the game or anything, 
but it brings another layer to the 
already deep experience and also 
presents the game in a somewhat 
easier way for inexperienced 
sports gamers. You can even team 
up with four other friends, who can 
use nearly any possible control 
method ranging from the Wii 
Remote to the Pro Controller, and 
manage them using the GamePad. 
Aside from the Wii U additions, 
FIFA 13 is more of the same, finely 
tuned product that EA has been 
making on Xbox 360 and PS3 for 
years. Yes, FIFA 13 on other 
systems made greater strides, but 
FIFA 12, this game’s basis, was still 
fantastic. And on Nintendo's new 
system, FIFA 13 retains 
all that quality and 
adds some more 
of its own. - NEAL 
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CALLOF DUTY: 
BLACK OPS II 


Treyarch treats Nintendo fans rather 
well. Just look at the company’s 
history in porting over Call of Duty 
titles to Wii, a game console that was 
not made for the modern generation 
of the blockbuster first-person 
shooter series. Over the past few 
years, this team found ways to not 
only move the experience onto the 
Wii Remote-controlled console 
(albeit with drastically reduced 
graphical fidelity), but also managed 
to implement serviceable 
online play. Now, with 
Wii U, compromise is no 
longer needed. 


No Lon 


Treyarch has finally delivered a 
totally faithful port — along with some 
small GamePad bells and whistles, 
like Off-TV Play and split-screen 
gaming - thanks to the new console's 
superior architecture. It's not fully 
optimized by any stretch of the 
imagination (with some framerate 
stuttering in the campaign), but the 
developers have adapted enough for 
this version to be fully recommend- 
able to the Nintendo faithful. 

Black Ops II boasts an intriguing 
single-player campaign that focuses 
on villain Raul Menendez - it even 
thrusts you into his shoes at one 
point, hoping you'll empathize with 
the terrorist and his plight. 


ger a 


REVIEWS 


Lesser Call 


That daring story takes the series 
in a new direction, and it's supported 
by several moral choices. The game 
seamlessly offers split decisions 
throughout the campaign, allowing 
you to tackle the narrative differently 
— such as choosing to kill an enemy, 
or just capturing him instead. These 
choices affect the story in small but 
meaningful ways, and also give the 
campaign some extra replayability. 

But the real meat of modern Call 
of Duty experiences is online multi- 
player, and it's here that Black Ops II 
really shines. The action moves along 
smoothly (with no framerate dips), 
and disconnects are almost nonexis- 
tent as you enjoy the new Pick 10 
Perk system and choose between 


numerous modes, including Team 
Deathmatch and Kill Confirmed. 

In addition, playing with friends is 
a cinch with the lobby system, and 
voice chat works well, utilizing head- 
phones via the GamePad. And these 
social features carry over to Zombies 
mode as well, which tops off this fully 
loaded game. 

So Black Ops Il, while not fully 
optimized, brings the most complete 
Call of Duty experience to date to a 
Nintendo console. After years of 
treating Nintendo fans well, it's nice 
that the developers at Treyarch no 
longer have to compromise. - EVAN 
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WHAT OTHER CLASS 
DISNEY GAME DES 
А NEW SEQUEL? 


KEVIN CASSIDY 


| Sticking with the 

Genesis revival 

theme, | think 

it’s about time we 

got a sequel to Quackshot. 
Who doesn’t want more 
plunger-gun action?! 


LUCAS M. THOMAS 


Chip 'N Dale 

Rescue Rangers. 

It actually did 

get a sequel late in 

the life of the NES, but I'd still 
love one more two-player 
co-op chipmunk adventure. 


For most gamers who spent any 
significant amount of time with the 
Sega Genesis system, Disney's 
Castle of Illusion title should have 
a familiar ring to it. Not only was 
the game chock full of vibrant 
spritework, it was also one of the 
few Disney-licensed titles that 
actually offered up a solid plat- 
forming experience in its own 
right. So it stands to reason that 
when Disney announced Power of 
Illusion, old-school platforming 


DAVID OXFORD 


I'd like to see a 
Darkwing Duck 
resurgence. 
Better still, given 
that he’s something of a 
parody of Batman anyway, 
how cool would it be to have 
an Arkham City-styled 
game starring the Duck 
Knight, but with a 
more humorous edge? 


ROBERT HUGHES 


DuckTales, 
definitely. | was 
informed that 
every day they’re 
out there making Duck- 
Tales, but we haven’t seen a 
game for 20 years? Outrage. ~ 
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The Witch is Back 


fans were just jumping at the 
opportunity to take a trip back to 
the beloved Genesis classic. 

Unfortunately, Power of Illusion 
ends up trying to do too much, at 
the cost of the overall experience. 
While the platforming sections in 
Power of Illusion are quite good, 
the biggest problem with the game 
is the very painting mechanic 
that’s been such a staple of the 
Epic Mickey series. Rather than 
give the game the type of flow and 
rhythm that platformers so often 
rely on, the game forces you to 
stop what you're doing quite often 
and use the touchscreen painting 
function. While this is engaging 
enough early on, it quickly begins 
to become something of an annoy- 
ance for those who would prefer to 
continue on with the actual plat- 
forming portions of the game, 
which are actually very well 
designed. 

There is plenty of visual flair 
throughout the game and a host of 
classic Disney movie levels to 
tackle. The vibrant spritework 
looks great on the 3DS screen, but 
the level of 3D depth is a bit 
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lacking given the limited layers 
used. There are plenty of catchy 
tunes to enjoy, but much like the 
gameplay, you can't help but wish 
for more, especially given the 
Disney license. 

There's no denying that there 
are some extremely engaging 
moments throughout the game, 
but rapid spikes in difficulty, a 
tedious painting mechanic, and a 
lackluster 3D performance cloud 
what could have been an exciting 
return to the 16-bit classic. Sure 
there's still plenty of fun to be had, 
but it's worth keeping your expec- 
tations in check. Don't expect a 
true Castle of Illusion-caliber 
experience out of this one. 

- CORBIE 


DISNEY INTERACTIVE 
DREAMRIFT 
EVERYONE 
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B learn 


ot Cross Fun 


On paper, a crossword puzzle game doesn't sound like 
it would be the most compelling purchase. That holds 
especially true for Crosswords Plus, a casual-oriented "budget" title 
that's just $10 cheaper than a typical 3DS release and lacks much of 
the charm you've come to expect from a Nintendo-published 
offering. 

You'll be surprised to hear, then, that despite all of these initial 
misgivings, Crosswords Plus is actually a lot of fun. 

The game features well over 1,000 professionally-designed 
puzzles to solve, divided up into three difficulties (with a special 
fourth one for true word experts). That alone would be enough to 
justify the cost of entry, but Crosswords Plus also includes a 
number of supplementary word games, like word search and 
anagrams, to round out the package. These open up the more you 
play the title, giving you an incentive to come back to it each day. 
Best of all, you can receive new puzzles every week (albeit for a 
limited time) via SpotPass, and even exchange special ones with 
other players through StreetPass, ensuring you'll never run out of 
puzzles to solve. 

The game isn't perfect; the presentation is a little sparse, and 
the letter recognition can be pretty wonky. But there's plenty of 
content here to enjoy, especially if you're a fan of leisurely word 
games. - KEVIN K. 
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It’s a Wreck 


WRECK-IT RALPH 


Talk about a missed opportunity. 
Wreck-It Ralph was one of the biggest 
movies of 2012, and particularly so for 
gamers - because its plot centered on 
video games. Ralph, the bad guy who 
doesn't want to be a bad guy any 
more, spends the duration of the film 
game-jumping from world to world, 
crossing paths with countless classic 
characters well-known to Nintendo 
fans, from Sonic the Hedgehog to 
Zangief to Bowser Koopa himself. With 
ease, this film could have been the 
basis for one of the biggest, most 
ambitious game crossover projects 
ever made. 

Instead, we got a generic, clunky, 
terribly rendered 2D platformer. Never 
has a film tie-in video game fallen so 
short of its potential as this. 

The adventure - if you want to call 
it that — picks up right 
after the events of the 
movie, with a new 
swarm of Cy-Bugs being 


accidentally unleashed across all of 
the film's different game worlds. You 
then take command of both Ralph and 
Fix-It Felix, Jr. to put an end to the 
insect apocalypse, swapping back and 
forth between the two to take advan- 
tage of each character's particular 
skills. 

This is actually an interesting angle, 
as Ralph is naturally more suited to 
destruction and Felix proves more 
agile with double-jumps and the like — 
but any potential this dynamic might 
have had just gets lost in the frustra- 
tion of classic bad game problems like 
poor hit detection and confusing level 
layouts. The visuals are also particu- 
larly poor, as Ralph and Felix are 
hilariously off-model is static dialogue 
Scenes. 

So Wreck-It Ralph, the game, is just 
disappointing all around. Disney made 
Kingdom Hearts happen - an epic 
crossover could have happened here 
too. Instead, we got a wreck. - LUCAS 
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Wreckin is fum wreckin' for а sood 
cause 15 great but wreckhin' with 
your best friend is the BEST. Let's 
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© COMMUNITY 


CLAYS THE NAME 


Nintendo characters are the subject of choice 
for a man named after his medium. 


CLAYPITA IS THE deviantART nickname of a German fan artist who regularly works 
to re-create Nintendo's iconic range of characters out of, of course, clay. To date, his 
gallery (viewable at claypita.deviantart.com) features a variety of different sculpts 
based chiefly on the Mario, Kirby, and Pokémon franchises. Among the characters 
sculpted are stars such as Mario, Luigi, Wario, Princess Peach, Kirby, Samus, Mallow, 
and Geno, smaller creatures such as Goombas and Waddle Dees, and a whole host of 
Pocket Monsters, including Pikachu, Charizard, and Mewtwo. 

"| started sculpting at the age of six when I was in preschool," ClayPita told us in a 
recent interview. "One day, our teacher told us to buy some plasticine for the next 
lesson, and since then I’ve hardly spent a day without sculpting." He's moved on to new 
materials since his introduction, and now uses a brand of material called "Aquasoft," 
uniquely produced in Germany. Asked about his process for creating these pieces, 
ClayPita explained that "I usually start with the main body and add details like 
patterns, eyes, a mouth or claws after the body is shaped. Or, if the sculpture 
consists of differently colored parts, І sculpt them separately and stick 
them together later." And how much time is spent? "How long a sculpture 
takes really depends on how complicated its design is," he continued. 

"For instance, sculpting a Waddle Dee takes two to three hours, but 
sculpting a Palkia would take multiple days." 
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Perhaps even more impressive than the sculpts themselves is the fact that all of the different 
pictures іп a given character's collage are not different figures - rather, each is the same sculpt 
modified. "My sculptures are posable, so | change the pose for every shot." 

So what can we expect to see from ClayPita next? "Currently I’m busy remaking some of my 
older sculptures, so next on my schedule are Toad, Toadette, Toadsworth, Baby Peach, Daisy, 
Baby Daisy, Lakitu, and others. But I'd also like to sculpt some new characters, especially 
Pokémon." - DAVID 


A Legacy of Clay 


FEW MAGAZINE COVER images have become so 
cherished as the one that launched Nintendo Power 
back in July of 1988. Its action would have been 
memorable on its own - Mario, clutching a 
vegetable, jumping away from Super Mario Bros. 25 
villainous Wart - but it was the medium that made it 
truly iconic. The scene was entirely modeled from 
clay. It’s an image that’s endured for decades, and 
NP's final issue echoed it with class. Well, we wanted 
to pay homage as well. The work of our own clay 
artist, Camille Young, you've already seen in earlier 
pages - flip back to our Pikmin 3 feature and 
Download section’s review pages if you missed her 
renderings of Eddy, Mallo or Captain Olimar’s loyal 
soldiers. And, of course, please also enjoy the 
models on these pages as well, courtesy of ClayPita. 
Then get in touch with us, and let us know if you’d 
like to continue to see clay models featured in future 
issues. You can even submit your own! Use the 
community@nintendoforcemagazine.com email 
address to send us your creations. - LUCAS 
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ROBOT MASTERS REMASTERED 


“132 Robot Masters rebuilt by 132 artists.” That was the goal of the Mega Man Boss Battle 
art project, a massive collaborative celebration of the Blue Bomber’s many foes that first 
kicked off in advance of Mega Man's 25th anniversary in December, continued through 
January and will have a gallery exhibition in San Francisco in March. (Curator Jason Warnke 
tells us the show will open at the Gauntlet Gallery on March 2 and continue through this 
year’s GDC on March 30. So if you're in the area, check it out.) 


Here are just a few of our favorite pieces. For more, and for information on how you can still 
еі созар Р е ° y 
Join in and contribute too, check out the project's website at 
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BLUE BOMBER Vs. BLUE BLUR 


No, "Sonic Hedgehog" isn't a new X series Maverick. 


OK, SO THE Community section is supposed to feature only fan-made stuff — but give 
us a break on this one, because it's keeping the Mega Man theme going. We just had to 
take the opportunity to direct your attention toward one of our most anticipated 
projects starring Capcom's hero here in 2013, the massive 12-part comic book cross- 
over event between Mega Man and Sonic the Hedgehog. This has been in the works for 
what seems like ages, but we're now just mere months away - and even if you aren't 
an avid comic reader, you'll still be able to get into this arc. That's because 

this year's Free Comic Book Day (May 4) will feature a special two-sided "flip book," 
each featuring a story from both characters' series. And, bonus, the free double comic 
features a cover designed to simulate a character select screen from a fighting game. 
So yes, forgive us that this isn't exactly a fan-made project to feature here. (But it may 
be a project that ends up making more fans, for both characters.) - LUCAS 
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FAN GAMES 


DUELING HOMAGES 


One anniversary, two new 8-bit throwbacks. 


WHAT HAPPENS WHEN a company seems to turn its back 
on its most beloved character? Well, in Mega Man’s case, the 
fans take action. And the passion of the Blue Bomber’s follow- 
ers was never so much in evidence as on the series’ recent 25th 
anniversary, when not one, but two different fan-made 8-bit 
Mega Man games went live for download. The first, Street 
Fighter X Mega Man (above), was just a playful diversion made 
to mash up two different franchises when somehow the planets 
aligned and it gained a rare adoption by Capcom to be released 
as a legitimate title in the series. (Albeit a free one, and only on 
PCs.) The second game (below) is maybe even more interesting, 
though. Simply called "Mega Man 25th Anniversary," it’s a labor 
of love being created by several actual game designers from 
across the industry - just none who work for Capcom. It’s not 
quite finished yet, but its free, two-boss demo shows promise, 
and it uniquely crosses over classic Mega Man with the 
Legends’ series Bonne family. Neither of these is likely to see 
release on a Nintendo platform, but they may help keep the 
hope of a new official sequel alive. - LUCAS 
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NEXT ISSUE 
| 


Castlevania returns to а Nintendo portable, but this 
isn’t the same series we once knew. Our full review,of 
Castlevania: Lords of Shadow - Mirror of Fate, 
coming in the next issue of Nintendo Force. 
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He died on the very first Goomba. 


The game began, Mario appeared on the screen, and he took off on a run to the right - then, when the first Goomba 
appeared, he ran straight into it. 


Slam. Dead. Mario down by one. 


On his second attempt, he made an important discovery - the jump button! Giving it a few tentative tries, we 
watched Mario leap straight up and down into the air a couple of times. Then, confident that he'd mastered the new 
maneuver, he sent Mario off on a run to the right again. The first Goomba appeared and he pressed the jump button 
- Mario leapt into the air. 


But he leapt straight up. And came straight down. 
And ended up landing not on top of the enemy, but straight in front of it again. 
Slam. Dead. Mario down by two. 


It took a lot of practice and patience, but my Dad did eventually get the hang of playing Super Mario Bros. It was his 
first Nintendo game, after all, the same as it was the first for me and my two brothers - the date was December 25, 
1988, and our brand-new Santa-delivered NES system had just been hooked up and turned on for the very first time. 


There was no ridicule then. No smirks or snickers or stymied laughs at Dad's lack of initial skill at the game - none 
of the rest of us were any better, after all, as we were all just starting out. 


No, there was nothing but honest, genuine camaraderie and support for one another as we passed the controller 
around, issuing heartfelt congratulations and sitting in the kind of innocent awe only young boys can achieve when 
one of us would make it just a little bit further than before, clearing one more screen, finishing one more level. 


So it was that we all watched with rapt attention when Dad finally made it to the end of the castle. 


Mario had come a long way since defeating that first Goomba. He'd dashed through a field of strange floating bricks 
and huge green pipes sticking out of the ground. He'd slogged through the sludge of a subterranean sewer, vaulting 
bottomless pits and man-eating plants in near total darkness. He'd even leapt across the tops of skyscraper-high 
mushrooms reaching into the clouds, and now he stood before him - Bowser. 


The King of the Koopas. 


The vile, wretched, fire-breathing monstrosity that was the final obstacle standing between our hero and the end of 
his long and arduous quest. 


We watched, breathless, as the confrontation unfolded — Bowser attacked with a burst of flame, and Mario dodged. 
He leapt up to try to crush our hero, but, again, Mario managed to avoid the assault. Finally, with a quick retreat to 
the left side of the screen to build up some running room, a prompt reversal back toward the evil king and, then, a 
perfectly-executed running flying leap of his own, Mario soared over the Koopa King's head. 


He grabbed the axe on the screen's right edge, cut the ropes holding up the bridge on which the villain still stood, 
and watched as the structure crumbled beneath his feet. 


Bowser fell into the lava below - dead, and defeated. 


It's difficult to convey to you the sheer extremity of enthusiasm that washed over the room in that moment - we 
were cheering, screaming, high-fiving one another and clapping Dad on the back. He had done it, but we shared 
fully in his victory - all of us were fully a part of that grand success, as Mario strolled over to the next screen to 
complete his quest. We calmed ourselves enough to turn our attention back to the TV, where then displayed was our 
glorious and grand message of victory: 


"Thank you Mario! But our princess is in another castle!" 


Wait a minute. What? 
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